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Whether it's the menacing snarl of a chainsaw or the banshee scream of your 
F-l Tomcat, just remember: it isn't real. Until you hear it on a Sound Blaster. 

Sound Blaster fidelity adds a whole new dimension to PC 
games, not to mention multimedia and other applications. 

And Sound Blaster is compatible with more of your software 
than any other audio card. No rnnder it's the best selling 
sound board of all time. 

So when you're ready to hear what your games really 
sound like, get in touch with your Sound Blaster dealer 
today. Or call us direct at 1-800-998-5227. Or we may just have to 
send Bruno over to persuade you. 


From games to stereo multimedia to full-blown, 
CD-quality 16-bit Advanced Signal Processing 
audio...we’ve got the Sound Blaster for you. 


© Copyright 1993 Creative Technology Ltd. Sound Blaster and the Sound Blaster and Creative Labs logos 
are trademarks of Creative Labs, Inc. All specifications subject to change without notice. 

International inquiries: Creative Technology Ltd., Singapore, TEL 65*77341233 FAX 65-7734)353. 
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“Computer Game Review 
and every other magazine 
that covers this industry 
is a news magazine. 
While we may not have 
the scope of topic that 
the “traditional” news 
magazines offer their 
readers, we are no less a 
news industry. . . . Would 
you get upset with your 
local news broadcast for 
reporting on the news of 
the day? Certainly not; 
you’d demand it. Would 
you be upset if tonight’s 
news broadcast covered 
events from three months 
ago? Yes, you would, and 
you be justified in chang¬ 
ing the channel. The job 
of any news agency, be it 
publication or broadcast, 
is to give its audience the 
most up-to-date news it 
can.” 


C> inSTIRLIZE 

WHY DO REVIEWS TAKE SO LONG? ... 

Occasionally, we are taken to task at CGR for something we’ve printed or didn't 
print. That’s standard in the world of journalism and you come to expect it over 
time. So it was with definite interest that read the editorial written by one of my 
peers in this industry that said, effectively, that game reviews should take several 
months, and that providing the readers with a review of a piece of software that 
was still on shelves of computer stores was somehow a disservice to them. 

Of course, we were never mentioned explicitly, although much was made about 
the apparent failure of numbers as an objective rating system. Frankly, I have to 
agree; we’ve never intended our numerical rating system to be anything more or 
less than the opinions (and an average of the opinions) of our three reviewers. 
Objective? Certainly not. Reviewing anything, be it software, a movie or the new 
restaurant down the street, is a subjective experience. 

But, to the original point, we were somewhat taken to task for producing 
reviews in a timely fashion. I did find this rather amusing. Computer Game 
Review and every other magazine that covers this industry is a news magazine. 
While we may not have the scope of topic that the “traditional” news magazines 
offer their readers, we are no less a news industry. News, by connotation if not 
denotation, must be timely to be of any use. Would you get upset with your local 
news broadcast for reporting on the news of the day? Certainly not; you’d 
demand it. Would you be upset if tonight’s news broadcast covered events from 
three months ago? Yes, you would, and you be justified in changing the channel. 
The job of any news agency, be it publication or broadcast, is to give its audience 
the most up-to-date news it can. 

One of the reasons we have a three reviewer format is that it offsets the prob¬ 
lems of producing game reviews rapidly. We’ve often found that one reviewer will 
find certain parts of a game more important than the other two. For instance, if I 
play a new golf game for three weeks, I may never use the replay function, but I 
am certain the both Rick and Alex will use it within a matter of minutes after sit¬ 
ting down. 

Don’t think that I am of the opinion that the other magazines in this field don’t 
provide a valuable service to their readers. They do. However, we provide an 
equally, if not more, valuable service by giving you reviews of a given product 
while that product is still easily available and on the shelves. What does our opin¬ 
ion matter if you’ve already made your decision to purchase or not purchase a 
game two months before we tell you about it? Nothing we say to warn you can 
take back your purchase, and even if we love a game, you can’t buy it if the 
stores are sold out. 

STEVE HONEYWELL 
Editor 
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Take Command Of 
Task Force 1942! 


Lead The World’s Most Colossal Battleships 
Through The Greatest Battles Of World War II. 



! For a FREE INTERACTIVE DEMO DISK of the irKrodible TASK FORCE. J 
send this coupon to: MicroProse Software. 180 lakefront Drive, 
j Hunt Valley. MD 21030-2245 Please include $3 99 tor postage and handling ! 
! Toget our tree catalog, ca* 1-800-879-PLAY todayl (Mon - Fri. 8:30 am 5 00 pm EST) I 

i Name:_ i 

| Address:_ ! 

[ City:-State:-Zip:-- — m j 


The Pacific Solomons 1942. Over 250 destroyers, 
battleships, cruisers, carriers, and transports are 
poised for grueling head-to-head confrontations and 
awaiting your command. 

This is the setting for Task Force 1942...the ultimate 
simulation of surface naval action in the South Pacific! 

Experience the intense pressures that the admirals 
and subordinate commanders faced during the actual 
Solomons Campaign of 1942. 

No detail has been spared! You'll experience the 
intensity of realistic torpedo wakes, riveting night 
combat, and harsh weather conditions! All brought to 
life by the most advanced 3-D graphics in any naval 
action simulation! 


"If you are looking for a gritty, challenging simulation of 
ship-to-ship ocean surface combat in World War II, 
Task Force 1942 has the goods." 


• Command U.S. or Japanese forces! Find out if the 
64,000-ton Yamato Class Battleship is a match for 
the mighty Iowa Class Battleship! 

• Take control of Gun Director View or Torpedo Mount 
View for more effective ship-to-ship combat! Or 
anticipate your enemy's next move from the bridge! 

• Command hundreds of destroyers, cruisers, and 
battleships...all faithfully reproduced! 

• Lead your task force to victory in single engagements 
or comprehensive campaigns...or end up at the 
bottom of Iron Bottom Sound like Admirals Callaghan 
and Scott! 

• Absolute historical accuracy thanks to technical 
guidance from Vice Admiral William Mack, a veteran 
Gunnery Officer aboard the John D. Ford in the actual 
Solomons Campaign! 


MICROPROSE 

ENIEBTAiNMENT • SOFTWARE 


Seriously Fun Software 


"Launching torpedos is a blast, and so is this game." 


t rr 


© 1993 MicroProse Software. Inc ALL RIGHTS RESERVED. 


VideoCames & Computet 
Entertainment 


‘Night battles are quite 


spectacular with all the flares, 


salvos, and ships on fire... 


a fireworks show!" 


Strategy Plus 
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Lsall video formats. SRP S59.95 Made in USA. 
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FUCKS! is the 

most comprehensive 
and sophisticated 
movie database ever. 



Test Your Movie 
Knowledge with 
our Perpetual 
Trivia Game! 


Tack actors, directors, countries categohcs 
awards. permal libniy infiwmutiun. 
and more. 


The whole family can play the FUCKS! 
Trivia Game, with different skill levels 
and time limits. 


Find, Add and Collect Information on Your 
Favorite Mov ies. TV Shows and Home Videos. 
Easy-to-Use Graphical Interface. Animations and 
Sound Add to Your Enjoyment. 


Available at Software Sellers Everywhere! 
For more information, call 1-708-433-0500 
or fax 1-708-433-1485. 


Villa Crespo Software, Inc. 
1725 McGovern Street, 
Highland Park, IL. 60035. 



Villa Crespo 
Software 


OlW Villa t rcspo Saltw*c, Inc 
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rrjLtiicakVRcp'Xr.Hmitsolthcir 
respective companies 













































MAGE Mi 

Send your questions, comments, witticisms and criticisms to: 

Postage Due 
Computer Game Review 
1920 Highland Avenue, Suite 222 
Lombard, Illinois 60148 



X-Wing... 

Dear Editor: 

I was just thinking... 

If LucasArts had wanted 
to design a space combat 
simulator (X-Wing) with 
some staying power, per¬ 
haps they would have 
opted to go with fewer 
Imperial spacecraft while 
increasing the overall 
level of enemy A.I. rahter 
than unnecessarily pre¬ 
senting the player with 
endless wave after wave 
of TIE Fighters, Bombers 
and Interceptors. In all of 
the sparkling reviews pre¬ 
sented in April’s issue 
and, to a lesser extent, 
CGR Strategy Hints in 
May, nary a work was 
mentioned as to the often 
hideous difficulty of sever¬ 
al of the Tour of Duty mis¬ 
sions (though Ed Kilham, 
in his interview, did men¬ 
tion that he had “received 
a few complaints that a 
couple of the missions 


[were] too hard.”) Too hard? Witness 
Mission 8: Rescue Sullustan Tech 
Staff in the First Tour of Duty where 
the most slothlike fighter in the 
Rebel Fleet (the Y-wing) must alone 
locate two hostile transports out of a 
multitude, identify said transports (by 
almost colliding with them), disable 
them and then proceed to protect 
two shuttle boarding parties headed 
for these same transports against 
hoards of TIE Bombers and Inter¬ 
ceptors being continuously spat out 
by not one, but two Imperial Frigates 
cruising nearby. This is, in a classic 
of understatement, referred to as 
“one of the most difficult challenges 
in the first tour.” Let us be perfectly 
reasonable, CGR staff and Mr. Kil¬ 
ham. What Rebel freedom fighter in 
his right mind would hop onto his 
spacehorse to undertake such a sui¬ 
cide mission? Better still, what Rebel 
commander would dare send one of 
his underlings out against such over¬ 
whelming odds with no support 
whatsoever? 

There are a number of other mis¬ 
sions of similar mindless scope with 
whose details I will not further bore 
you. 

Jim Corbin 

Lowell, MA 

All I can tell you, Jim, is that I dis¬ 
agree with you. True, Mission 8, 
Tour 1 is incredibly difficult. It’s a 
real beast, when you come right 
down to it. However, it is beatable. 
There is a trick to it, though. 

In any X-Wing mission, especially 
those in which you must disable 
spacecraft, the ships you must dis¬ 
able always start in the same loca¬ 


tion. If, for example, you discover in 
the mission you have described that 
the two ships you must disable are 
the third one from the left and the 
one all the way on the right side, 
they will always start out there. You 
don’t need to identify them the next 
time you try the mission, and you 
can let the other Transports or Shut¬ 
tles fly on past. (Refer back to that 
interview with Ed Kilham. He also 
said that the missions are “solvable 
puzzles.") 

As far as who would try this mis¬ 
sion, look at the context of the 
game. The Rebel Fleet is small and 
undermanned. If the situation was 
such that most of the Rebel fighters 
were off on another mission, it is 
possible that a mission of this sort 
would be given to a single pilot. 
Anyway, if all the missions were 
easy (like Mission 1, Tour 1), what 
fun would it be to beat the game? 

Which Computer 
Was That? ... 

Dear CGR: 

This is my first time writing to 
CGR. Your magazine is incredible; it 
is, in fact, the only computer game 
magazine I subscribe to. 

I am concerned about pirating. Is 
it ever going to stop? Does the 
Atari ST ring any bells? The Atari ST 
was a great computer and numerous 
companies wrote interesting enter¬ 
tainment software for it. Since this 
computer was one of the first 
advancements toward Super VGA 
graphics, it became a great target 
for pirating software. After I saw 
what happened to the ST, I never 
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Created by Commanded James ft Jones and Ns crew at Software Sorcay 
The 14-inch guns of your dreadnought thunder as you order another 
devastating salvo fired at the enemy line. Your ship shudders with the recoil of 
the guns, and you peer through the binoculars as the shells arch toward their 
target. A few well-placed hits could sink the enemy, but your squadron is still 
vulnerable to a torpedo or shell attack that could send your ships to the ocean 
floor. 

This is World War I naval action like you’ve never seen before! Calibrate your 
range-finder and stuff your ears with wool as you prepare for the action, sights 
and sounds of Jutland! 


ACTUAL SVGA SCREEN IMAGES 
The drama, action and excitement of WWI naval combat comes to life with 
stunning SVGA and VGA graphics, digitized video and sound effects and 
historically accurate combat. Experience naval combat as the sailors and 
officers did almost 80 years ago, including night combat, torpedo attacks, 
salvos of exploding shells and burning ships When you're ready, test your 
naval combat ability in the awe-inspiring Battle of Jutland 1 

See your favorite retailer, or call (619) 452-9901 


Command a fearsome dreadnought and fight for control of the North and 
South Atlantic for the entire German Imperial fleet or the British Royal Navy. 
Fight a single mission, a battle campaign or the entire war while commanding 
one ship, a squadron of ships, or the entire fleet. 

©1993, Software Sorcery. Software Sorcery is a registered trademark of Software 
Sorcery Jutland is a trademark of Software Sorcery 

Available tor the IBM PC and Compatibles 


Where Magic is State-of-the 






































The CGR Review Breakdown 

All numerical scores are based on 
a 1-100 scale, with scores above 90 
indicating a superior effort. 

The bar charts at the top reflect 
how the three reviewers feel the 
game rates in three different areas. 
Originality reflects how many new 
concepts are utilized in the game. 
Playability indicates how easy and 
fun the game controls are to oper¬ 
ate. Intelligence is based on the 
ideas behind the game, as well as 
how easy or difficult the game is to 
play. The manual rating is for the 
accompanying game material sup¬ 
plied with the game, and includes 
maps and other playing aids, as well 
as the manual. Graphics and sound 
scores show the level of the audio¬ 
visual qualities of the game are. The 
overall score is a combination of the 
above ratings and the three review¬ 
ers 1 scores. 

THE CGR REVIEWERS. .. 

Alex: Never excited about games 
that offer manuals the size of War 
and Peace, Alex likes the combina¬ 
tion of complex games with simple 
rules. He enjoys role-playing games 
that offer a big challenge and con¬ 
quest games that let him crush his 
opponent into so many tiny bits. Alex 
has been spending a lot of time with 
Dark Side of Xeen, but Dune II 
remains high on his list. 

Rick: Rick likes military games, as 
long as they’re also flight simulators. 
He’s always been a fan of high 
speeds, either in the cockpit of a jet 
or behind the wheel of a high-perfor¬ 
mance car. Rick also likes role-play¬ 
ing games and a lot of sports titles 
as well. He still keeps Front Page 
Sports Football on the hard drive, 
but lately, his free time has been 
spent with Buzz Aldrin. 

Steve: Steve got into computer 
games because they were a great 
place to play military simulations. He 
still likes military sims, but he’s also 
learned to appreciate action games. 
He recently put Spear of Destiny on 
the hard drive, and he’s also been 
seen shooting up TIE Fighters in X- 
Wing. 


pirated again. . .ever! Do you think 
people are ever going to realize and 
care about what permanent damage 
they cause by cracking the copyright 
protection and dispersing the disk to 
the world? 

I am also concerned about the 
continuous growth of technology. I 
have been buying computers since 
1984 for sheer entertainment. I have 
owned the Atari 1200XL, Com¬ 
modore 128, Atari ST, IBM 286 and 
386 and I currently own the 486 with 
CD-ROM. Will replacing the old with 
the new ever stop? 

Carl Friedman 
New Milford, NJ 

Everbody that works in this field is, 
or should be, concerned with soft¬ 
ware piracy. It threatens the liveli¬ 
hood of everyone that works in the 
software industry, game oriented or 
not. 

Unfortunately, there isn’t a whole 
lot that can be done about it. Soft¬ 
ware pirates aren’t easy to catch, 
and the lure of getting something for 
nothing is too strong for a lot of peo¬ 
ple to resist. 

We could use a lot more responsi¬ 
ble people like yourself who are will¬ 
ing to pay for a good game and sup¬ 
port the industry that supplies them 
with entertainment. If piracy grows, it 
could destroy this industry, because 
it will make creating a game unprof¬ 
itable. When this happens, every¬ 
body loses; the honest customer 
and the software pirate alike. 

I’d like to think that people would 
be above this sort of “me first” men¬ 
tality, but human nature just up and 
proves me wrong almost every day. 

As far as new technology is con¬ 
cerned, I look at buying new com¬ 
puters the same way I look at buying 
new cars. To jump back into another 
short discussion of human nature, 
people tend to want things that are 
bigger and better than what every¬ 
body else has. That means new 
models keep coming out and will 
continue to do so. After all, you tend 
to want a new experience with every 
game you buy, and technology is a 
great way for game designers to 
impress you with the power of a 
computer again and again. 


Death Caused 
by CD-ROM... 

Dear CGR: 

Why is the computer software 
industry so intent on commiting sui¬ 
cide? The 7th Guest lists for 
$99.99? Give me a break! Luckily, I 
was able to get a copy for $59.99, 
since the store told me that they’d 
honor the price they advertised 
before 7th Guest got delayed over 
half a year. I’m not happy about pay¬ 
ing this, as it seems high, but I will 
pay it. [Two other retail chains] were 
selling 7th Guest for $79.99. I’m not 
going to pay $79.99 for any game. I 
don’t care how hyped it is. 

What ever happened to all the talk 
in the gaming magazines about how 
CD-ROM would SAVE consumers 
money because of reducing piracy 
and lower floppy disk costs, letting 
the game company PASS ON the 
savings to the customer. What a 
load of bull! 

Come on, computer game compa¬ 
nies, wake up and smell the coffee. 
Every one of these CD’s you sell 
goes to a legitimate end user and 
we are no longer going to put up 
with being stuck with the tab for all 
those jerks out there who rip off soft¬ 
ware. I’m sure that selling one CD 
instead of ten high density floppies 
per box also reduces your costs. 
With these prices, the game compa¬ 
nies are going to kill this medium 
before it gets off the ground. 

Bill Borre 
Glendale, CA 

While it is true that one CD-ROM 
costs less to make than ten floppies, 
consumers expect that any game 
that comes on a CD-ROM will be 
packed with tons of extras. Look at 
all of the hard work that companies 
like Virgin, Sierra and LucasArts go 
through to put full voice into the CD- 
ROM version of a game. Those 
actors that do the voices have to be 
paid, as well, which ups the cost of 
creating the CD-ROM project con¬ 
siderably. 

With a CD-ROM-only project like 
The 7th Guest, the company has to 
recoup its investment in the project 
with the sales of the CD-ROM. This 
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is a much smaller market, so the 
company probably will not sell as 
many copies as they would of a 
disk-based game. This is another 
possible reason for the higher cost 
of some CD-ROM titles. 

Companies are not necessarily try¬ 
ing to gouge the consumer just 
because the price of a product is 
higher than you would like. Just like 
any other industry, the computer 
game industry looks to make a prof¬ 
it. Companies have to recoup their 
initial investment on a project. 

We would be happy to receive any 
responses from the various game 
companies who have produced CD- 
ROM projects and would like to 
defend their pricing system. Anyone 
wishing to address this question is 
more than welcome to write in, and 
we'll print responses in future issues 
of CGR. 

Sound Effects... 

Dear CGR: 

I picked up my first copy of CGR 
last October and have been hooked 
ever since. I look forward to reading 
your magazine every month. I am a 
huge computer gaming fan and 
especially enjoy games which imple¬ 
ment a variety of sounds and 
speech, such as those found in 
Dune II (my current favorite) and 
Clouds of Xeen. 

On the topic of sound, I was 
recently watching the movie “Time 
Bandits” (1981) and I noticed that 
some of the sound effects seemed 
very familiar. I finally realized that 
some of the sounds in this movie 
were very similar, if not identical, to 
some of the sound effects in the 
l*Motion game Alone in the Dark. Is 
it common for manufacturers to use 
sound effects from movies in their 
games? 

Also, on top of the towers in 
Clouds of Xeen, it seems like there’s 
a vast expanse of nothingness and 
an area where walls and doors are 
constantly changing. Is this just a 
bug? 

You publish the best magazine out 
there. Your detailed reviews really 
help when buying a new game (I 
would never have bought Dune II if I 


hadn’t read your review and would 
have missed out). Keep up the great 
work. 

Tom Funk 
Fremont, CA 

When computer games started 
out, sounds and music involved in 
the game weren't nearly as impor¬ 
tant as they have become. Compa¬ 
nies have now devoted incredible 
amounts of time, work and money to 
create sounds for game and sound¬ 
tracks to accompany the on-screen 
action. Voice has also become more 
and more important, for many peo¬ 
ple becoming almost necessary for a 
high-quality game. Dune II and 
Clouds of Xeen are both excellent 
examples of this. 

There have been cases where 
games have used sound effects 
from a movie. Naturally, games 
based on movies often are able to 
use the music and pieces of dialog 
for the game. In X-Wing, LucasArts 
was able to use just about any 
sound they wanted. The sounds of 


the guns, the missiles and the TIE 
Fighters all came right out of the 
movies. 

However, this is not generally the 
case. Game designers and program¬ 
mers develop their own sounds for 
the games. 

I'm not aware of any bugs in 
Clouds of Xeen. For further develop¬ 
ments in New World Computing’s 
land of Xeen, the Dark Side of Xeen, 
take a look at page 38 in this issue. 

Dirty Laundry... 

While we try to catch mistakes and 
misprints that crop up in CGR, they 
occassionally slip through without 
our knowing it. Such was the case in 
the Preview section of our May 
issue. The preview for Quarterpole 
was incorrectly listed as being 
released by Electronic Arts. The 
game is, in fact, coming from 
MicroLeague. CGR did not intend to 
disparage either of these fine com¬ 
panies or this product. CGR regrets 
the error. 


Not Just Another Roll Of The Dice 



HYPER-BACKGAMMON™ 

is an exciting, new, fast-paced, CD-ROM 
game. But, unlike any other games on the 
market, HYPER-BACKGAMMON™ 
was programmed to calculate over 32 
million different playing scenarios and 
is accurate to ± 1 %. So be forewarned, 
your opponent is a fonnidable expert! 


HYPER-BACKGAMMON™ uses fewer playing • 
pieces than original backgammon, which makes the game faster, / 
more exciting, and much more fun. You can easily master the 
basic offensive and defensive strategies, and soon you’ll be testing your 
gambling instincts with the doubling cube! So, don’t be surprised if you 
find it impossible to stop playing. But remember, in the lightning- 
• • fast world of HYPER-BACKGAMMON™» your fortunes may 
rise or fall with just one roll of the dice! 

Available at CompUSA and your local software store, or call 1-310-659-6707. 


ft «M me 


System Requirements: *PC or PS/2 compatible computer, • CD-ROM 
drive that supports the ISO-9660 standard, with interface card, cable, and 
software, •minimum 640K of RAM with 400K available. *1X)S VI or 
later. »VGA card and VGA color monitor. 











ADVENTURE YET! 
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Deep within Antarctica, 
the evil Bowser has kid¬ 
napped Mario and plans to 
flood the planet by melting all 
the snow on earth. Bowser 
has the latest in high tech - 
the Passcode Operated 
Remote Transportation And 
Larceny System (PORTALS). 
Using the PORTALS, 

Bowser's lizardly henchmen 
steal off to famous cities 


where they commit dastardly deeds. 



MARIO IS MISSING! has great 2-D and 3-D graphics, 
a new Mario music soundtrack, lots of help screens 
and a fold-out map to help you keep 
track of facts, clues, photos 
and data. 


Best of all, it's 
Mario's greatest adven¬ 
ture yet. Around every 
shadowy corner, in every 
exotic city -- there’s always 
something new! 


Keep track of your clues, 
facts and cities wi/h your 
fold-up map 




MARIO NEEDS 
YOU NOW! ■ 


Mario has been your true-blue friend for years. 

Now, he needs your help. The evil Bowser has your 
favorite plumber in his grasp and it's up to you and Luigi 
to rescue Mario and save the planet from destruction. 

It's time for you to be a Mario hero! 


Travel the world instantly 
through PORTALS 

friendly (and not-so- 
friendly natives), collect 
valuables, outsmart the 
thieving Koopas, master 
the Globulator, and then 
rescue Mario in a surprise 
ending. 


It's up to you and the 
"ever-true-to-his-bro" Luigi 
to travel around the world, 
rescue national treasures and 
find the missing clues to save 
the world from destruction 
by Bowser. You'll explore 
exotic locations, chat with 


Snap a perfect picture in 
famous cities of the world! 


MARIO IS MISSING! 

For NFS®, Super NES® 
and IBM® PC 6* 
Compatibles 


For the dealer nearest you 
or to order, call toll-free 

1 - 800 - 234-3088 

™ and Copyright 1993 ©Nintendo. Copyright ©1993 The Software Toolworks, 
Inc. All Rights Reserved. MARIO IS MISSING!™. MARIO™, LUIGI™, and 
BOWSER™ are trademarks of Nintendo. Super Nintendo Entertainment System. 
Super NES and NES are registered trademarks of Nintendo of America Inc 
IBM is a registered trademark of International Business Machines Corp 


Help Me! 












Buzz Aldrin’s Race Into Space 

by Interplay 

Overall QC(V 
Rating: O^/O 




Have you ever wondered what it 
would be like to be the one calling 
the shots with America’s, (or the 
Soviet’s) space program? Well, now 
you can in Interplay’s latest simula¬ 
tion. Buzz Aldrin’s Race Into Space 
will let you control the exploration of 
space! 

The game starts you out in the 
Spring of 1957. You will have until 
Spring of 1977 to successfully put a 
man on the moon! Buzz Aldrin will 



When you first start out, you have very little 
In the way of resources. 



You will be told the year’s current events, 
and how you and your astronauts are doing! 

recreate all of the excitement of 
every space mission using digitized 
footage from lift-off to touchdown, 
space walks, lunar landings and 


You get to recruit and train over 
140 astronauts and cosmonauts and 
you will determine which ones have 
“The right stuff.” You can either use 
the historical men and women or 
you may create your own. You will 
also determine which space hard¬ 
ware to research and develop, and 
then the fun comes in. You actually 
schedule and launch individual mis¬ 
sions. Unfortunately, some of the 
missions will be failures, and in the 
worst-case scenario, you may loose 
some lives. 

Buzz Aldrin offers you twenty dif¬ 
ferent approaches to the moon. Will 



Included with Buzz Aldrin’s Race Into Space is a special book with 132 pages of history, and 
some of the reasons why the Soviet Union lost the Race Into Space! 


splash downs. As Director, you have 
at your disposal the entire space 
inventories of both the U.S.A. and 
U.S.S.R. You can plan and direct 
every conceivable space mission: 
sub-orbitals, orbital manned an 
unmanned, planetary and lunar fly¬ 
bys, Lem tests, lunar passes, lunar 
orbits, and even the famous lunar 
landing! 
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The soviets have beaten you again with 
prestige points. You’ll have to end it! 

you follow history, or will you cut 
your own path to the stars? It is all 
up to you. Buzz Aldrin’s Race Into 
Space also gives you a 132 page 
book of the history of the race to the 
moon, including a description of 
every piece of space equipment that 
was used in this game. There are 
also descriptions and quotes from 
astronauts and cosmonauts. If you 
continue to read the book, you’ll find 



A manned space walk will help you gain 
more funds for the next year! 


a very interesting section on the rea¬ 
son the Soviet Union lost the race 
into space. If you choose to read 
this, it just may give you an edge 
later on in the game. If you like his¬ 
tory and space, this game can give 
you hours of fun. However, even if 
you don’t, this is still a great and 
challenging simulation. Buzz Aldrin 
will challenge your mind, make you 
angry, make you cry, and let you 
have some fun! 



Your complex is growing by leaps and 
bounds. Now, you may have the advantage! 


One of the biggest things going for 
this game is the unique concept, or 
at least the way it was carried out. 
That is not to say that the game 
itself was bad, because I can see it 
having a very wide appeal within 
certain circles. I just have never 
seen a game which is baj 
the historical space race 
and feel that it should get cn 
both the idea and the coi 
way in which it was carri' 
However, the very fact that ITis 
based on history seems to be a 
severe limiting factor which lowers 
my opinion of it somewhat. Anyone 
who is a buff of the space program 
will very likely have a great time 
with this program, but my own 



tastes often cause me to view his¬ 
torical facts as being rather bland. 
Within the limitations that had 
been determined by their subject 
matter, I thought that Interplay did 
an admirable job of capturing the 
proper feel. The attention which 
ien paid to detail and real- 
first equipment purchase 
k end of a successful mission 
ignificantly to the game, 
y that new facilities are 
added to your base as you 
advanced and started new projects 
gave you a feel of accomplish¬ 
ment, whether you complete many 
mission or not. Buzz may not rock¬ 
et to the stars, but it gets off the 
pad pretty well. -A/ex 


Buzz Aldrin’s Race Into Space is a 
true strategy game that allows you 
to be in control of the entire United 
States or Russian space program. 
You can launch any mission from 
1957 to 1977. All of the missions 
are there. Your main goal is to get 
to the moon first! When y 
the game you will hav 
small complex, but as yoi 
ue to progress, the compl' 
grow and grow. There is 
that annoys me slightly: youfastro 
nauts never seem to be happy and 
they always seem to retire at a 
crucial point in the game. Buzz has 
live motion video, from the U.S. 
and U.S.S.R., complete with real 
voice on both sides. You do not 


I is to get the one 

JHMjfirni 

:, 8 cS is 

ip lex will even sc i 


have to control the spacecrafts 
when they go up, but you will get 
the feeling of what it was like for 
the person on the ground monitor¬ 
ing the astronauts. Will the mission 
be a success or failure? You are 
the one who recruits, and buys the 
jment. You also have to do 
ch and development, test 
hes and much more. You 
hedule the flights. I have to 
n that there is a bug in the 
program that Interplay knows 
about, and an update is on their 
BBS. Their tech support is great, 
and they offer you more than one 
solution! This is one of the most 
realistic simulations I have ever 
seen! -Rick 


Buzz Aldrin has a lot of things 
going for it. For one thing, it's 
extremely original. While there 
have been a number of reality- 
based or psuedoreality-based 
space games, Buzz Aldrin is the 
first I’ve seen based on the actual 
historical space race. Ad< 
the game is very complel 
missions it offers to the 
like that you can play as tl 
space program director a! 
the American. I also like that you 
can customize the game to a cer¬ 
tain extent at the start up. On the 
downside, I had a lot of problems 
with the game. There were several 
incidents when the game crashed 
on me, and the bug that Rick men¬ 



tioned above was also a problem. 
The other problem I had with the 
game was that the subject matter 
really didn’t hold my interest that 
well. While the game play is good, 
the graphics are nice and the 
sound it good as well, there just 
nough here to keep me 
in playing. The game is 
plex and unfortunately, 
al is pretty turgid reading 
d to glean anything from. 
There’s a lot to like about Buzz 
Aldrin, and for the fan of the histo¬ 
ry of the American space program 
of the fifties and sixties, the game 
is top-notch. I found it much too 
complicated to enjoy and hard to 
really get into. - Steve 
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Anything You Want.., 


You Got It! 


Check out the New Air Bucks! 


Due to overwhelming response to Air Bucks, Impressions are delighted to announce an upgraded version of the 
game, to give you, the player, the features you want! 

Better Graphics 


256 color VGA graphics are used 



Animated Zoom Mode 
Better Interface 


throughout the game 



Watch your planes fly around the world; 
city selection & all other commands can 
be made from here 



More user-friendly menu selection, better 
mouse & faster typing 


More Reports 



easily accessible 


Among the many other enhancements made to the game are: Upgraded economic model & computer player Al, sound 
effects , personalisation of airlines, check register, better mouse & typing handling, city sizes now from 1 to 100 & vary thru 



available free to all registered users of Air Bucks 1.0/1.01 
Impressions Committed to customer satisfaction in strategy entertainment! 





























Rags to Riches 

by Interplay 

K 84% 
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GAME SPECS: 

Requirements: 

286 or better, 
DOS 3 1 or qreater 

Sound Support: 

Ad Lib, Roland, 
Sound Blaster 



It can all be yours-the expensive 
cars, the huge yachts, planes, 
homes and the other “necessities” in 
life. However, you can’t get it all 
without some savvy moves, a few 
underhanded and dirty tricks, and (of 
course) a little hard work. But with 
rewards like these, isn't integrity and 
honesty a small price to pay? Wel¬ 
come to the financial market simula¬ 
tion game of movers, shakers and 
takers. To survive, you must be the 
biggest taker of all, overcoming and 
subduing any man or woman that 
stands in your way. The reward is 
money, and your goal is to spend, 
spend, spend! It’s a fast-paced 
game that lets you become the mas¬ 
ter of your entrepreneurial destiny as 
you climb the slippery Wall Street 
ladder to financial success. Take on 
the role of a stock market rookie and 
try to work your way to the top. Want 
to play during the grueling crash of 
‘29? How about the conspicuous 
consumption of the greedy ‘80s? 
Historically accurate scenarios let 
you relive these periods and affect 
them as you see fit! 



You have a modern office with a complete 
information network installed. 



The New York HeraldQ 


The morning paper is an invaluable asset to 
any young stockbroker. 



You must make the decision to hire employ¬ 
ees and tell them how to make you money. 



Keep a close eye on the charts that inform 
you of your greedy progress. 



After a tough day of taxing, evading and 
bankrupting your competitors, sleep helps! 


O.K., Rags to Riches is an inter¬ 
esting idea: build your fortune 
using your wits and strategy and a 
hefty bankroll from Mumsy and 
Daddy. And, I admit that it was 
pretty fun to go shopping for 
expensiM^Mjl^^her than 
that, I jiff do r ?et t^ie point. 
First of all, ^Vthe^^By that the 
player’s p^ents mul have given 
him, I wfl n^^Hall that 
“Rags.” Secondly, tn^riajor part of 
the game is simply buying and 
selling the four commodities which 
can be really monotonous. The 
day flies by quickly, which can be 
frustrating when you are trying to 
do something. While I tried, I just 
could not get into this one. -Alex 

I was rather surprised when we got 
this game in. I did not know what 
to expect with a game that simu¬ 
lates running a business. After all, 
we do it every day, right? Well, you 
are in for a real treat with this 
game! right 

down n^^oBBa<e the 

decisions, and unci with Impor¬ 
tant inforfnarps^»o^Bre not 
careful^thefe mlBjfln be an 
investigation against you. You can 
buy stocks and bonds, hire and fire 
people, give to charity, play golf 
(the better the golf score, the bet¬ 
ter your final score), and even talk 
to good ‘ol mom (unfortunately, for 
four hours). I found myself having 
an absolute ball! -Rick 


Rags to Riches is a blast! I really 
had a ton of fun with this game, 
because it's really very inventive. It 
subscribes wholly to the theory 
that he who dies with the most 
toys wins, since your material pos- 
session^jtefrurecUgl^pur final 
score. The idea neh^Sst^rting a 
busineSWKdiWg and selling 
commo^res^anci sticks, while it 
sounds^&y dry] i carrieraff with 
a lot ofH^Pt wa^^^p exciting 
for me when oil reached its dou¬ 
bling price and I had a sizable 
quantity in hand. The drawback is 
that with only four commodities 
buyable, there isn’t a lot of variety 
in the game. Still, its worth playing 
for a long time. -Steve 
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SILICON 


DRAGON 



Forging the Tools 
of Creativitity™ 

Presenting Cartografix, 

Silicon Dragon’s new Windows 
application that assists you in 
designing maps of planets, 
continents, cities, buildings, 
dungeons, and more, to any level 
of detail desired. 


Cartografix’s 

unique auto¬ 
generation 
functions let 
you specify the 
he features you 
|ljle the program 


“look and 
want to creai 


takes care of the detail 

Silicon Dragon was formed to 
provide the role-playing gaming 
community with professional level 
software tools that enhance your 
gaming experience. We build tools 
that amplify and extend the frontiers 
of your creativity. 

We at Silicon Dragon are dedicated 
to helping you get the most out of 
your gaming. Don’t be confused, 
however; we don’t make arcade or 
adventure style games and we don 
make character stat sheet programs. 
We provide the tools for you to 
create powerful gaming scenarios 
limited only by your imagination 
and playing time. 


For more infopi^on’about 
Cartografix andSilicon Dragon, or 
to make suggestions or comments, 
please contact ChrisCameron-Carey, 
Engineering Director, by e-mail, FAX,, 
or telephone at the addressesand>- 
numbers listed below v .We at Silicon 
Dragon would like to hear from you; 
until then -Good Gaming! 


" A 


m 


SILICON DRAGON, Inc. 1756 Plymouth Road, Suite 2001 Ann Arbor, Ml 48105-2141 
TEL 313.973.8663 FAX 313.973.0922 Internet dra 30 n@sdragon.com CIS 71564, 754 

SILICON DRAGON™ and Forging the Tools of Creativity™ are trademarks of Silicon Dragon, Inc. 



Conquer for Windows 

by Elpin Systems 

K! 79% 

Q |3 Q 0 Q Qj 


GAME SPECS: 


Requirements: Windows 3.1, VGA 


Sound Support: 


Pro Audio Spectrum, 
Sound Blaster Pro 



Nearly everyone, now and then, 
has delusions of grandeur and 
would like nothing more than to 
crush the world beneath their 
armored heel. Conquer for Windows 
now gives you this chance with an 
easy-to-play system that lets you 
take the battle to your enemies with¬ 
out getting mired in the intricate 
details of running a war. Use your 
cities to create ships, planes, tanks 
and infantry to do battle with the 
enemy. Each sector of the map that 
you control is able to produce either 
food or minerals to add to your 
might. You need plenty of both to 
keep your mighty war machine 
rolling. You can move your troops 
one unit at a time, send whole 
groups into the fray at once, or set 
paths for your units to travel while 
you tend to other pressing matters. 
While you move, your opponents will 
be measuring your territory up for 
conquest, so solid tactics and a little 
luck will carry the day. For added 
fun, link up with one to three other 
players via network or modem for 
the ultimate in all-out battle frenzy. 



Use your troops to conquer new territory 
and steal land from your enemies. 



Converge on enemy cities to take them 
over and convert them for your own use. 



Check your territories to keep track of food 
and mineral production. 



The world view shows you your place on the 
continent. 



Good strategy and tactics will lead to victo¬ 
ry over your enemies. 


Some people do not like games 
which are too simple. I, on the 
other hand, feel that simplicity 
allows you to concentrate more on 
the actual game play and less on 
the mechanics. Of course, that is 
with the n^M^ior^Mgie game 
is good toybSjin with. OTnquer is 
an unco^B^red|^^ttiat 
managq^H^w in^^ uple of 
features^hjj^V without 

bogging ySfflown^or the most 
part, I found playing Conquer to be 
quite enjoyable. However, despite 
what I said about simplicity, I think 
that the game would have more 
longevity if there were more vari¬ 
ety. Still, this is a decent game for 
short-term play. -Alex 


l‘d never heard of this game until it 
came into our office, so I did not 
know what to expect. For a Win¬ 
dows-based game, it runs very 
smoothly! The graphics are better 
than most military games, and 


like the 
ning th 
most out ofj 
heard in ai 
book seei 



r, the win- 
to be the 
|at I have 
itruction 
Riming at 
first, but it is very gooH, and the 
tutorial that comes with it spells out 
every move with pictures and 
easy-to-understand text. This is 
one of the best tutorials I have 
ever seen for a game. The com¬ 
puter intelligence and the game 
play are both quite good. -Rick 


My first impression of Conquer 
was that it was a simpler Empire 
for Windows. After playing, that 
opinion seems to hold true. 
There’s a few less options in this 
game than there are in Empire, but 


Conque^ 
comparii 
ated perhai 
ty with thi 
the min, 
seemed 



yffer from 
appreci- 

_ bmplexi- 

game; 

fl / f o d u c t i o n 

oveWrmplified. It 
would have been nice to actually 
see units fighting instead of just 
having the results shown. Perhaps 
with more units available and more 
strategy options (more units usual¬ 
ly equals a victory) Conquer would 
have more staying power. -Steve 
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Add on ; 

The Silvef S4ed 
Module Disk 
j>For More 
Thrilling Quests! 

Balancing the Scales 
j Clue Book 
Now Available! 


1ST 


j r 

-!» Vi 


UJc c'vefrte 


SERPENT ISLE FEATURES: 

• An original story line continuing 
the Ultima VII adventure, but 

no previous Ultima experience is 
necessary. Serpent Isle is a 
stand alone game. 

• An unexplored region of 
Britannia with new terrain 
features — you'll even trudge 
through ice and snow. 

• "Paper-doll" system that lets 
you select clothing, armor and 
weapons from a detailed, 
full-length view. 

• Large, close-up portraits of every 
character you meet - in 256- 
color VGA/MCGA graphics. 

• Digitized speech, enhanced 
sound effects and a dynamic 
musical score (with supported 
sound boards). 

• Available for 386SX, 386, 486 
or 100% compatible systems. 


An Electronic Arts* Company 

Available at your favorite software retailer or call 1 -800-245-4525 for MC/VISA/Discover. 

Copyright 5) 1993 ORIGIN Systems, Inc. Ultimo is a registered trodemark of Richard Garriott. Origin is a registered trodemork of ORIGIN Systems, Inc. Serpent Isle is a 
trademark of ORIGIN Systems, Inc. We creote worlds is a registered trademark of ORIGIN Systems, Inc. Electronic Arts is a registered trodemork of Electronic Arts. 





GAME SPECS: 


Requirements: 640K, VGA, Hard Drive 


Sound Support: 


Ad Lib. Sound Blaster 





FlixMix, the new game by Celeris, 
takes the fun of putting together puz¬ 
zles and brings it to an all-new 
dimension-your computer screen. 
So what is so different? Since when 
did your jigsaw puzzles, no matter 
how complicated, move? Well, they 
do now. This entertaining new pro¬ 
gram challenges you to put together 
scrambled puzzle pieces of nine dif¬ 
ferent animated scenes. You can 
learn the basics by trying one puzzle 
at a time, or jump right in with the 
increasing difficulty of Scram- 
blecade. If one of your buddies is 
over, you can take them on in the 
competitive mode in which you take 
turns attempting to complete the 
puzzles within a particular time peri¬ 
od. If you want to just play the puz¬ 
zles individually, you have various 
options to choose from to make the 
game harder or easier. For instance, 
you can toggle the bonus locations, 
piece lock and turned pieces on and 
off and adjust the rows and columns. 
For people who have a good time 
with jigsaw puzzles, this may fit right 
in place. 



If you like solving jigsaw puzzles, FlixMix 
may be just the game for you. 



Piece together nine different patterns with 
attractive, animated graphics. 



You can change the number of rows and 
columns to alter the difficulty level. 



Play alone or with a friend in a couple of 
variations on the standard game. 



Visually, this is a very nice game. 
Several of the puzzles are beauti¬ 
fully drawn. FlixMix is also quite 
enjoyable to play. One thing that 
feel detracts somewhat from the 
game is the limited variety of puz- 

a little KX al^^Fiange the 
number of obKctJ colurruis and 
rows, hst^^mk that : lere could 

have bflk^K 
the goo^siae^ the^^re a few 
game types for you to try, including 
a head-to-head competition mode 
against one of your friends. For 
people who just want to pass a lit¬ 
tle time, you are able to play a sin¬ 
gle puzzle of your choice with a 
number of options available. -Alex 


FlixMix was a pleasant surprise 
when I received it. This is not the 
first game of this type, but it is the 
best one I have seen so far for the 
computer. When you start playing 
this game, you will loose track of 
time-at J^Bfcdid.^V graphics 
and soqj^^^BgrG^jThere are 
plenty of^B^Eo^KMh'om, so 
older kids wH be abte to play. 
The pul^klHn anirTfpn, and 
the puzzl^will animate all of the 
pieces, even if they are not in 
place. The game is set up in a 
menu style, so it is easy to find 
what you want to play. One of the 
best things about this game is the 
small amount of space it takes up. 
This is a good solid game! -Rick 



FlixMix takes a very simple con¬ 
cept (puzzles where all the pieces 
have the same shape) and makes 
a pretty entertaining game out of it. 
There are several variations to 
choose from and a few options to 
make 
cult, 
thing I 
is the 
There 
awhile, 

the picture looks like. I also had a 
few instances of the music break¬ 
ing up. Still, FlixMix is entertaining 
in that it seems so simple and is at 
times so complicated. This one is 
great when you don’t feel like 
shooting something. -Steve 
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200 FEET. 600 KNOTS 
ADRENALINE 

off The scale. 


Buzzing the treetops at 
200feet above sea level, 
you can see individual 
trees, electrical pylons, 
bridge cables, even the 
windows in the control 
tower of the airport 
you’re about to 
annihilate. 



Introducing Tornado, the Gulf War’s dead¬ 
ly strike fighter, a super low flying, radar 
evading emissary from the NATO forces. 
Now a white-hot, ultrarealistic flight sim. 

Tornado gives you the ultimate in realism. 
Three European worlds filled with hun¬ 
dreds of thousands of detailed objects. It’s a 
whole new level of masterful ground detail 
never before seen in an air combat sim. 

Accompanied by up to five 
other Tornados, your mis¬ 
sion will take into account 
your squadron’s efforts, 
thus no two missions will 
ever be the same. 

Tornado. Realism that 
will blow you away. 



Distributed by Spectrum HoloByte 

Spectrum HoloByte, Inc. 

2490 Mariner Square loop, Alameda, CA 94501 

For Visa/MasterCard orders call 24 hours a day, 

7 days a week: 1-800-TORNADO (1-800*867-6236). 
For technical questions coll: 1*510-522-1164 
(M-F: 9am-5pm Pacific Time) 


Digital Integration is a trademark of Digital Integration Ltd. Spectrum HoloByte is a registered trademark of Spectrum HoloByte, Inc. 














Freddy Pharkas: Frontier Pharmacist 

by Sierra 

S' 86% 


GAME SPECS: 


Requirements: 640K, Hard Drive, 286-16 

or better 


Sound Support: Ad Lib, Sound Blaster. MS 

sound.Sound Source. MT-32 





Now sit right back and you’ll hear 
a tale, a tale of a fateful tri... oops, 
wrong story! The story I wanted to 
tell you is of the Legend of Freddy 
Pharkas: Frontier Pharmacist. You 
see, Freddy was once a talented 
gunfighter, but that was before he 
got his ear pierced by someone who 
was even better, the infamous 
Kenny the Kid. This harrowing expe¬ 
rience drove him to give up his dan¬ 
gerous lifestyle and pursue another 
interest of his, Pharmacology. Seek¬ 
ing to start anew, he set up his shop 
in the small town of Coarsegold and 
tried to settle down into a calmer 
way of making a living. And while he 



Meet Freddy Pharkas, ex*gunslinger turned 
helpful and peaceful pharmacist. 



Life was good. He was even developing a 
relationship with the local school marm. 


did not look as good as Jane Sey¬ 
mour dispensing medicine in the 
wild west, he still did pretty well for 
himself. He even was fortunate 
enough to win the attentions of the 
lovely school mistress, Penelope. 
His contributions to the community 
went further then simply caring for 
their medical needs, however. He 
also employed indians from the 
nearby reservation to stand outside 
his store and hold cigars. 

As in the case of all western 
sagas, this idyllic peace was about 
to come crashing to the ground, 
where it would lie in a discarded 



However, an insidious force was trying to 
destroy the town by driving everyone away. 

heap whimpering in pain and remi¬ 
niscing about the good ole days 
when things were simpler (sorry, I 
got carried away.) After all, what 
good is a western where everyone is 
happy? (Ugh, I shudder at the very 
idea.) Anyway, as previously stated, 
before long, trouble came to town. 
After a quick stop at the saloon to 
wet its whistle, it began its efforts to 
shut down Coarsegold for good, or 
maybe bad, but either way it was 
going to be real permanent-like. 
First, the sheriff began to find or 
make up reasons to close most of 
the successful businesses in town, 
not the least of which was Freddy’s 
Pharmacy. This was enough to drive 


away all but the hardiest inhabitants. 
After that, things began to go down¬ 
hill at a stomach-wrenching speed. 

The old west is about to meet with 
the bizarre imagination of the one 
and only Al Lowe, designer of the 
Leisure Suit Larry series. As Freddy, 
you have to face the typical western 
dangers brought to new light and 
combined with a touch of the truly 
weird. Stampeding snails, noxious 
bean-fed horses and hired guns are 
just a couple of occurences that will 
threaten the community. While Fred- 


I t **ii*S®^ 1 i 

j --Am (fit 

HI 

i* 

J 1 

'** 1 

% 

V m. 


Using the tools of his trade, you have to 
help Freddy save the day. 


dy may be more at home mixing up 
cures to people’s ailments, there is 
no one else with the skills, bravery 
or innate foolishness to risk his life 
for the sake of the town. Through a 
combination of medical know how 
and puzzle-solving ability, you must 
find ways to avert each disaster until 
you are finally able to uncover who 
is behind the whole thing. 

Freddy Pharkas: Frontier Pharma¬ 
cist, returns you to the days when 
men were men and often shot each 
other to prove it. Sierra takes you 
through this time period in their own 
unique adventure style slapped 
together with the most unusual 
sense of humor you are likely to 
encounter in any game, thanks to 
the stylings of Al Lowe. Sierra’s 



Some prescriptions might take a little more 
ingenuity than others to fill. 
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Most of the inhabitants are unable or unwill¬ 
ing to aid Freddy, especially the sheriff. 


standard multiple-icon driven engine 
lets you move around and interact 
with the game whether you have 
played any of their games in the 
past or not. But no matter how easy 
the game may be, it will not be sim¬ 
ple. The traditional game format 
forces the player to use his or her 
wits as well as the items that they 
pick up to solve the various puzzles 
that have been designed to chal- 



If you are not quick or clever enough to pre¬ 
vent the disasters, the town will suffer. 

lenge them. Some of these tests you 
may be able to bypass with little diffi¬ 
culty, but others will require you to 
think in a somewhat different man¬ 
ner than you may be used to. 

Join Freddy, Penelope and other 
characters like Sam Andreas and 
Madame Sadie Ovaree as they try to 
keep their heads above water and 
save the town. Do you have what it 
takes to mix the proper prescription 
for success? 



However, if you do succeed, you will win the 
eternal gratitude of the townsfolk. 


From a humorous standpoint, 
Freddy Pharkas is one of the most 
entertaining games I have ever 
seen. The unusual theme and the 
unique style that Al Lowe brings to 
the program make a great combi¬ 
nation for fun and mayhem. The 
typically superior Sierra-di 
graphics complete the fe< 
game with the competence i 
come to expect from them 
that, like some other game! 
nature, I was forced in places to 
make leaps of logic that, frankly, 
were a little beyond what I am 
used to. However, no matter how 
frustrating the game got, I still 
found myself having a pretty good 
time playing. The program has a 


e m. The I found th 
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few problems that should be 
noted. While playing, I found one 
missing message which was for¬ 
gotten by the programmers and 
encountered some difficulty with 
the sound. I must admit that when 
found these problems, I was quite 
d. Most of my experience 
ra in the past has led me 
exceptional, if not virtual- 
ss, programming. Howev- 
speaking to our contact in 
their company, I have been led to 
believe that they are currently 
working on a patch disk that will 
take care of these problems. For¬ 
tunately, in playing, I did not 
encounter any problems that inter¬ 
fered with the game play. -Alex 


There are some companies that 
always seem to produce good 
games that are fun and take some 
thought to figure them out. I think 
Sierra is one such company. When 
you first load up Freddy Pharkas, 
instead of getting the usual begin¬ 
ning to a game, you get 
along. The way the game 
bring you into the Wild Wi 
the idea about being a phari 
What other game have y< 
played where you can mix 
for people or cure 
hemorhoids? You can even cure a 
horse’s problem that has the whole 
town gagging. There is one thing I 
strongly wish was added to the 
game, and that would have been 



rugs 

their 


people turning into different things 
because you happened to mix the 
wrong prescription. I also had a lit¬ 
tle trouble finding different things in 
the book (which is extremely 
funny, if you take the time to read 
it). There are a couple of bugs in 
am as it stands right now, 
issured; there is a patch 
works. I almost forgot to 
r the quality of the sound 
the game: I loved them. 
TfiTTTs one of the rare programs 
that has a humorous install pro¬ 
gram, so you don’t have to watch 
the T.V. when you are installing it! 
This is a funny game that will have 
you coming back! Try it, you will 
like it! -Rick 


Freddy Pharkas contains about as 
much humor as I expected it 
would. It’s a funny game, not as 
much in what you do and the puz¬ 
zles you solve, but in the asides 
and items you can look at and 
manipulate. One of the best laughs 
in the game comes near the i 
when Freddy unlocks the d 
his pharmacy and the game 
further scrutiny) reveals th 
now have half the num 
points available in the game 
graphics are excellent and really 
help set the time and mood of the 
game. I also enjoyed the transi¬ 
tions between sections of the 
game as the screen fades to 
sepia-tone and then fades back in 



to color. One of the big downers of 
the game is that it’s a touch buggy. 
There's a missing message early 
in the second act that’s pretty 
important; without it, the game 
comes to a quick halt. This particu¬ 
lar puzzle also requires a pretty 
logic jump, since Freddy has 
e up with something that 
been invented yet. Still, this 
ie only major problem I had. 
_ of the puzzles are a bit hard 
to "solve because they don’t often 
make sense. I do like how well the 
copy protection has been incorpo¬ 
rated into the game. Overall, Fred¬ 
dy is pretty good. Sustained laugh¬ 
ter doesn’t always work on the PC, 
but it works here. -Steve 
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e Dark Army encroaches. 
King Richard falls. And Scotia 
beckons you, laughing... 

In her mad quest for power, Scotia has ravaged the 
kingdom. She seeks the throne, yet it eludes her. 
She's getting desperate. She's getting mean. 


YOU STOP HER? DO YOU DARE? 

Jlji y 



















FEATURING 



^ CompasN and Automapper 
Included - Adventure through 
ancient keeps and living forests. 
Unearth hidden ruins and 
haunted caves. 


** Make Friends and Influence 
People- Cooperate with the helpful, 
sidestep the treacherous and destroy 
the dangerous. 



AN INSPIRED FANTASY 


*+ Indulge in a I .and of Sensory 
Delights - Over 20 megabytes of 
compressed art and special 
effects. Actually hear the clash of 
steel! Feel the blows of terrors 
who slip beneath your guard! 


^ Quick and Easy ( ombat and 
Spell Casting. 


RPG EXPERIENCE. 


i 


& 

k 


Westwood 


Distribuled Exclusively by 


Available for your IBM PC. 














Hoyle Classic Card Games 

by Impressions 

SZ 83 % 



GAME SPECS: 

Requirements: 

286 or better, 640 k 

Sound Support: 

Ad Lib. Sound Blaster. 
Pro Audio Spectrum 



One player 


Give a group of kids a deck of 
cards, and they can enjoy them¬ 
selves for hours. Card games have 
always enthralled us, and they con¬ 
tinue to be a favorite way to spend 
some relaxing leisure time. For 
years, “according to Hoyle” has 
meant “by the book;” the definitive 
way to enjoy a great game of cards. 
Hoyle has and always will be the the 
prime authority on card games. 
Now, thanks to Sierra, Hoyle comes 
directly to your PC with eight classic 
games for the whole family to enjoy. 
This all-new collection of 256-color 
card games features an easy-to- 
learn version of Bridge (for begin¬ 
ners and experts), plus the popular 
game of Euchre. There are 18 ani¬ 
mated opponents to choose from, 
each with their own personalities 
and skill levels. On-screen access to 
rules and a complete rule book pro¬ 
vide a great way to learn new 
games. Try your skill at Crazy 
Eights, Bridge, Old Maid, Gin 
Rummy, Cribbage, Klondike, Euchre 
or Hearts. You’ll never be short a 
partner with this game! 



There is a variety of classic card games for 
you to choose from. 



Each of your opponents will play with his or 
her own style and will actually talk to you! 



Brief but humorous screens provide a funny 
backdrop to the various games. 



The much-ioved game of Gin Rummy is here 
for you to enjoy, with some variations. 



Test your skill against your opponent when 
playing Cribbage. 



Sierra is best known for its adven¬ 
ture games, but under the Hoyle 
name, they also put out some very 
entertaining computer parlor 
games. With this latest version, 
they give the home computerists 
the me^^^^lay^pht of the 
most pc^Er^car J games around. 
They provide We Jbhe rules 
and ev^pl other playejs. You 
just need to bring you own skill. 
There ar^not of nic^eatures 
(like voice) which add some frills 
while you play. I thought the 
graphics were a bit fuzzy, though. I 
had a hard time distinguishing the 
spade from the club. The program 
has a couple of my favorites, like 
cribbage and Euchre. -Alex 



Before I started with this company, 
I bought the first Hoyle card game 
for my mother. Out of all the card 
games that I have played, this one 
seems to have the most features. 
When I say most, I mean the best 
sound, cugfl^^p^^Mand vari¬ 
ety of game^ I like the file a that 
this newj/ersipj keeps III of the 
things I A.edTh the old game, and 
adds belB|^piij|m^ow 
tized sound^md voices. When I 
choose a player, I get the feeling 
that I am not just playing a com¬ 
puter, but I am playing against an 
opponent who has somewhat of a 
personality. Some of them are 
quite amusing! Sierra comes 
through with a full deck! -Rick 



This set of card games is pretty 
good. Often times, a game like this 
doesn’t offer the number of differ¬ 
ent games, and the games it does 
offer aren’t very well programmed. 
Sierra has done a good job, pro- 

or Bridge will have a number of 
features this game doesn’t, this 
one is good because it offers dif¬ 
ferent entertainment possibilities in 
one program. This is one to keep 
around, if only to play for a few 
minutes now and again. -Steve 
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Close encounters nightly. 


For the cold reaches of space, there’s an 
awful lot of chummy people here. 

That’s because Federation II isn’t one of 
those shoot-the-ship computer games. This is 
a universe full of people. Real people, online, 
working with other real people in real time: 
busily building their fortunes, planets...nay, 
empires. And they’d love to throw some work 
your way so you can do the same. 

Of course, there’s a lot of bargaining, buying 
and bulling that goes into it. We’re social creatures, 
after all. 

But if you’re one of those special individuals 
who understands that creating an empire is ever 
so much more interesting than destroying aliens, 
maybe you can thrive in our space. 


There’s only one way to find out. Sign up 
and meet us in Federation 11 — available 
only on GEnie®. 

Sign up now: 

1 . Set communication software for 81N or 71E 
half duplex (local echo) at 300, 1200 or 2400 
baud. 2. Dial toll free: 1-800-638-8369. 
Immediately upon connection, enter HHH 
3. At the U#= prompt.enter XTX99228, BARGAIN 
then press RETURN 4. Have a major credit 
card ready. In the U.S.. you may use your 
checking account number. (There is a $2 
monthly fee for all checking accounts.) For 
more information in the U.S. or Canada, 
call 1-800-638-9636. 




Federation II 

on 

GEnie’ 

multi-player games 



GEnie is u registered trademark of General Electric Company. 


















Betrayal at Krondor 

by Dynamix 

S' 87 % 



GAME SPECS: 


Requirements: 386 or better 640k.VGA 


Sound Support: 


Ad Lib, Roland, 
Sound Blaster 



Dynamix steps into the fantasy 
role-playing genre with their latest 
title, Betrayal at Krondor. Several 
different views make controlling the 
game a breeze. When you are walk¬ 
ing through the woods, you will see 
a 3-D perspective, until an en¬ 
counter occurs. The screen switches 
to a third-person view of the combat 
area. Simply choose the space 
where an enemy is located, and you 
will see either a spell go off, record 
of a hit and damage points, or a 
miss indicator. There are also two 
kinds of overhead maps that are 
available to you that can zoom in 
and out. As the story continues, you 
will receive important information 
guiding your next moves. This can 
be accessed at any time during the 
game play. Betrayal at Krondor sup¬ 
ports a wide variety of sound cards, 
as well as 256 color VGA graphics. 
Real actors have been digitized to 
give the game a highly realistic look 
and feel. For the die-hard role-play¬ 
ing gamer, Betrayal at Krondor 
offers a whole new look at this excit¬ 
ing genre. 



A click of a button will reveal your stats and 
condition. 



A typical combat screen shows the enemy 
in blue (in this case). Can you defeat him? 


— - m. 

i „ 


Looking at your inventory will let you deter¬ 
mine how effective your weapons are. 



The beginning of a chapter will give you 
insight for what lies ahead. 


A 3-D walking view adds to the realism, 
while an overhead map guides you. 



Dynamix has taken fantasy role- 
playing in an new direction with 
Betrayal at Krondor. The entire 
feel of the game is significantly dif¬ 
ferent to RPG’s of the past. You 
travel about in a three-dimensional 
first-perj^MKsp^g^^which is 
not thatfl^^ut ie erMhics style 
is what ^BWuld^B^g from a 

simula MPil 1 w ^w han a 

RPG. ifie interface is set i : 

uniquel^^^ow yoc^Bntrol the 
characters, but works quite well. 
All of the characters and monsters 
are digitized actors, and while I 
stubbornly cling to the theory that 
too much realism spoils the fanta¬ 
sy, Krondor is definitely worth at 
least taking a look at. -Alex 



Betrayal at Krondor is a good 
game that has some unique fea¬ 
tures. One of them is an overhead 
map view that can be zoomed in 
and out at will, while another will 
give you the names of the towns 
and a IjMMke land. 

Comb^^i^Bc^Bi^^B but 

so I 

could tak^Rit the ertemJ»ie way 
you cas^^^elect a spell is very 
cool, ancfyou must se^t to get the 
full impact. Dynamix uses real 
actors for the game; it gives it a 
nice touch. All you have to do if 
you want information on an item is 
hit the right mouse button, and 
voila! It’s right in front of you! This 
is a fun game to play! -Rick 


There are a lot of things I like 
about Betrayal at Krondor. For one 
thing, the interface is easy to use. 
The overhead map is also a nice 
touch, since controlling the game 
in the main view can be a bit 

instances of walking all over the 
place before I got situated correct¬ 
ly. I’m also not really sure I like the 
overall look of the game. I would 
have preferred animated charac¬ 
ters instead of digitized ones on a 
drawn background. -Steve 
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Beyond fantasy. Beyond legends. 


If you’ve been looking for the mother of all 
fantasy role-playing games, we know where 
you can find it. 

Online, in GemStone III™. 

This is no kill-the-dragon-thank-you-very- 
much computer game. And it goes far beyond 
any of the other so-called legends in the online 
arena. 

Here in GemStone III, you’re joining real 
people, in real time for your online quests. 
Some of the best role players and game masters 
in the country — all meeting together in a 
vast and constantly evolving world, rich 
with fascinating characters and 
demanding adventures. It’s a place you 
can play forever. 

GemStone III makes every other fantasy 
game history. And your friends are 
already here. So sign onto GEnie® today, 
and welcome home to GemStone III. 


GemStone III is a trademark of Simutronics Corp. 

Shadow World is a registered trademark of Iron Crown Enterprises. Inc. 
GEnie is a registered trademark of General Electric Company. 

Optional graphic front-end program available lor IBM PC only. 


Sign up now: 

Set communication software for 81N or 71E 
half duplex (local echo) at 300, 1200 or 2400 
baud. Dial toll free: 1-800-638-8369. 
Immediately upon connection, enter HHH 

At the U#= prompt, enter XTX99227, LEGEND 
then press RETURN Have a major credit 
card ready. In the U.S., you may use your 
checking account number. (There is a $2 month¬ 
ly fee for all checking accounts.) For more 
information in the U.S. or Canada, 
call 1-800-638-9636. 


CjJemStone III : 
Shadow World® 

on 



GEnie 

multi-player games 
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Prince of Persia 2 

by Broderbund 

K! 86% 


GAME SPECS: 


Requirements: 640k, VGA 



No one ever said that being a 
prince was easy. Just when you 
thought that everything was right 
with your new bride and your new 
kingdom, you find yourself on the 
run once again. Just this morning, 
you went to greet your father-in-law 
(the Sultan) and your wife and found 
yourself standing next to them! The 
evil magician Jaffar had assumed 
your identity and stolen your throne 
and position. What’s more, he set 
the palace guards after you, and you 
were once again forced to flee for 
your life. Stowing away aboard a 
ship, you vow not to return until you 
can reclaim your rightful position. 
You’ll have to act fast, though. Your 
princess has discovered Jaffar’s 
plot, and now lies sick and dying in 
her father’s palace. Only by complet¬ 
ing myriad levels and destroying the 
plot of Jaffar can you save her and 
your reputation. Evil skeletons and 
creatures will dog every step. Horri¬ 
fying traps will kill those who walk 
without caution. Only a gamer res¬ 
olute in purpose and strong in will 
can claim the title Prince of Persia. 



This puzzle is the key to entering the caves 
that hold the magic carpet. 



Watch out for the pressure plates that 
release deadly darts! 



Undead warriors, lava pits and spike traps 
will try to foil you at every step. 



You can't kill this skeleton, but you must 
pass him to escape the level. 



The longer you take, the more leaves fall 
and the closer the princess comes to death. 



Prince of Persia 2 is a beautifully 
designed game. It possesses 
superb graphical quality in both the 
introduction/intermission screens 
and during the actual game. The 
character animation is of a quality 
that is 
compe 
more ii 
playab 
take a 

can be frustrating' 

After that, though, most of the 
problems will stem from working 
your way through the short, but 
challenging levels. After having 
played this game, I find that I may 
have missed out because I never 
got to play the first game. -A/ex 

Prince 2 is a great game that has a 
lot of the same feeling as Out of 
This World. We have action, sus¬ 
pense, very interesting death 
scenes, great graphics and sound 
effects. When you first start the 

around with 

you have to use you^rain and 
decide on a certain path to take. 
Choose wisely, or you may end up 
falling to your death. The cut 
scenes incorporated into the game 
play are incredible. They are ani¬ 
mated, and feature full voice. This 
is a good one! -Rick 


Prince 2 has splendid graphics 
and animation; almost flawless, in 
fact. I also love the breaks 
between levels that have full voice 
to continue the story. The levels 
are action-packed and filled with 
interestn^li^^j^U^zzles. I 

easy to re sta r^f tei^o if die. On 

back to While 

this does mean that it will take you 
more than a few hours to defeat 
the game, it can get very frustrat¬ 
ing if you keep dying on the same 
level. That skeleton on the bridge 
is nearly impossible, and kind of 
soured my experience. -Steve 
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We don’t know from friendly skies. 


You’ve beat all the flight sims? A furball 
doesn’t raise a sweat anymore? Ten minutes 
of WWI combat isn’t even challenging? 

Hmm... 

Maybe you are ready for Air Warrior®. 

That is, if you think you can handle the 
most realistic combat flying there is. Because 
Air Warrior does more than correctly model 28 
different WWI I aircraft, complete with spins, 
stalls and buffeting. 

It puts you up against other human beings. 
Online, in real time, for as long as you care 
to play. 

That’s why Air Warrior attracts the aces. 
So if you’re just looking to do a friendly loop- 


the-loop, look elsewhere. If you’re interested in 
a career, sign on to Air Warrior — only on GEnie®. 

Sign up now: 

1. Set communication software for 8IN or 71E 
half duplex (local echo) at 300, 1200 or 2400 
baud. 2. Dial toll free: 1-800-638-8369. 
Immediately upon connection, enter HHH 
3. At the U#= prompt,enter XTX99226, RESPECT 
then press RETURN 4. Have a major credit 
card ready. In the U.S., you may use your 
checking account number. (There is a $2 
monthly fee for all checking accounts.) For 
more information in the U.S. or Canada, 
call 1-800-638-9636. 
















Eye of the Beholder III 

by SSI 



GAME SPECS: 

Requirements: 

640K 

Sound Support: 

Ad Lib. Sound Blaster/Pro 
ProAudio Spectrum. Roland 



Things were starting to get quiet 
again when the stranger arrived. He 
was seeking the heroes who had 
defeated the forces of the Temple 
Darkmoon. And for good reason: a 
new threat had emerged. The ruined 
city of Myth Drannor had fallen 
under the dark dominion of the lich, 
Acwellan. A noble band of warriors 
was needed to liberate a holy relic of 
great power from him and use it to 
defeat him. To reach your ultimate 
destination, you will be forced to 
brave the dangers of the forest, 
mausoleum, temple and guilds all of 
which have their own methods to 
test your ability to survive. Eye of the 
Beholder III: Assault on Myth Dran¬ 
nor, is filled with even more digitized 
sounds, still shots and cinematic 
intermissions than the previous 
games in the series. There is a fea¬ 
ture to allow you to import charac¬ 
ters from Eye II or you can make all 
new ones. A new combat feature, 
the “All Attack” button, makes com¬ 
bat even easier to do. Besides 
beauty, danger and adventure are 
also in the Eye of the Beholder. 



An evil and wicked lich has taken over the 
ruins of Myth Drannor. 



With luck, you may discover hidden caches 
of treasure left behind by a fellow traveller. 



Hideous creatures haunt the ancient elven 
lands in search of fresh victims. 



•ly «mc f*r into the ior<st « -- ...... 

irv»« »s if snipped b* so r»« crciWrc possessed 
or urrfMKotoibta terror 

IB yov folio* this trtil'' 
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As you work you way deeper into the forest, 
the journey becomes more difficult. 



Your party of four can be incremented by 
the joining of one or two NPCs. 


I liked the first and second, and 
now I am excited to see the third 
and final installment of the Eye of 
the Beholder series. The advan¬ 
tage that I found that this series 
has over other RPGs is its ease of 
play. a lot 

of diplor^^^Bl^^^Baracter 
interactic^H^Fis mj more of 
an actior^R^^am^Hhile play¬ 
ing, I di^k^Bbo^p of things 
that irritatec^We a nttie. Some of 
the sound effects got on my 
nerves (esp. the bird chirping). 
Additionally, there were particular 
areas which made mapping frus¬ 
trating. It is my opinion that making 
it difficult to get around detracts 
from the action feel of the -Alex 


Eye Of The Beholder III continues 
the excellence of this long stand¬ 
ing series. The graphics have 
improved a lot over the years, and 
so have the sounds. When you 
launch a fireball in this game, it 
really IjMM^^^Mteball. 
explodeJB^W»II^^Hpie parts 
flying a^H^^d. J^^Thnd the 
begin nin^^^^kjame^^le hard. 

I ha^B^^tl^^^pir (Alex) 
for some nei^Ther^^ne thing I 
never liked about this game, and 
that is the lack of control with your 
characters; you cannot fight with 
the characters in back, unless they 
are spell casters. True D&D fans 
will like this game. It is another 
game that is worth the price! -Rick 


The Eye of the Beholder series 
has always been one of the most 
interesting and exciting strings of 
RPG's in the mix. Eye III continues 
the series, presenting a game that 
looks great and plays great. There 



with it, 
utomap 
endous 
iving with- 
e chal- 
akes it 


were sor] 
though, 
would hi 
boon toi 
out one 
lenge of 1 
a lot more frustrating to play. The 
non-combat sound effects have 
got to go, as well. The sounds in 
the forest frayed my tender nerve 
endings. All in all, Eye III is nice, 
but a little less sound a bit more 
polish would have made it. -Steve 


34 COMPUTER GAME REVIEW 




































mlfejjr u r kj ^ tjJ whfe pjimyririj 
f^R-in Jn/a^J«isnbsi/35^f£^5>?aua/n dBteoy 


yfip8?!j safciiUtf 


SSar^J^fii 











Wizkid 

by Ocean 


E! 70 % 



PC. Amiaa 


Sensible Software 



Have you ever played Wizball? At 
the conclusion of that title, Wizball, 
Wizard and Nifta the cat banished 
the evil Zark from the land of Wiz. 
Unfortunately, he is back, and he is 
looking for revenge. He has impris¬ 
oned Wizball and Wizard in his dun¬ 
geons and it is up to their son, Wiz¬ 
kid, to free them. A daunting task 
indeed, but with his folks in mortal 
danger, what choice does he have? 
As he seeks out the means to effect 
his daring rescue, he will have to 
first get all eight of Nifta’s kittens 
from the initial rounds and then go 
on to rescue Nifta from the turtle jail. 
Wizkid combines arcade-style action 
with some minor puzzle-solving 
challenges. Each level tests you with 
opponents that seek to do you harm. 
You must defeat your foes by push¬ 
ing bricks and other items into them. 
Special items can help you. For 
instance, the clown’s nose allows 
you to bounce bricks off of your 
head. Collect musical notes that are 
released from dead enemies within 
bubbles, and use them to earn extra 
money. 



When you first start, you get to go through 
Boot Camp to leam the basics. 



Work your way past nine rounds before you 
go on to rescue Wizkid’s parents. 



At the end of each screen, there is a down¬ 
pour of coins that can be used to buy items. 



Besides the normal game, there is also 
Crossword 2091, a word game. 


Wizkid is a rather entertaining 
action game, but it is also a little 
confusing. There does not seem to 
be any real order to finishing the 
levels, which has a tendency to 
throw people off a little. There are 


also to 
would 
stuck to jusj 
rather th 
extras, li 



activities. I 
that they 
ie format 
of the 
game. 


The main game can be quite fun, 
although a bit frustrating because 
you are never sure how many ene¬ 
mies you would have to face and 
you have to be very careful not to 
use all of the bricks. If the game 
was more consistent I would have 
liked it better; as is, it’s O.K. -A/ex 


I think WizKid is good for 
teenagers and younger kids. I real¬ 
ly get no satisfaction playing a 
game that doesn’t appear to have 
a point to it, and the game can be 
very confusing. On the lighter side, 
the gragMMr game 

are ver^vell r unJ^^so is the 
music. althc®gl| itldoel get very 
repetitiveiarer awhile^ I kept run¬ 
ning int ) differenftbricksFor differ¬ 
ent objects, trying to get my 
rewards. By the time another mon¬ 
ster came out, the level would 
restart because I used up all of the 
items. I do like how you can bite 
things when you get the teeth, but 
I really think that this type of game 
is better for Nintendo! -Rick 


Wizkid is the sequel to one of my 
favorite arcade games for the old 
C-64, Wizball. Once I realized that, 
I was more eager to play, but Wiz¬ 
kid is totally different from Wizball 
in almost all respects. I found the 
game to bi 
very fru 



the mo: 
the gai 
and inel 
if anythin 
and often times, 


although 
. One of 
about 
itantial 
lls little 
items, 
was completely 


lost. I also had a couple of crashes 
(one on the eighth level in particu¬ 
lar), that required me to reset the 
computer and try again. Wizkid is 
fun, but it doesn’t quite have what 
it takes to succeed. -Steve 


36 COMPUTER GAME REVIEW 

















































Interaction, Relaxation, 
Competition, Cooperation, Recreation, 
Conversation, Education... 



Recede E-mail in 
your own mailbox 
or send mail using 
SierraStamps .™ 


LarryLand 1 

Join Leisure Suit Larry 
and adults from all over 
in the world’s first 
Cyberspace Casino. 


Post Office 


The Mall 

Get the best prices 
on all kinds of stuff 


MedievaLand M 

Team up with others to 
explore the dark caves 
within an active volcano. 


SierraLand™ 

Dogfight other Aces in 
Red Baron® splat 'em 
in Paint Ball™ or just 
putt around in a 
game of Mini-Golf. 


ClubHouse 

A friendly place to play 
Bridge, Backgammon, 
Cribbage, Chess and 
other great games. 


Destination? ImagiNation! 

For Your FREE Invitation To ImagiNation, Including 3 Hours Of On-Line Time Call: 
1-800-SIERRA-1, Or Fill Out And Return The Coupon Below. 


Now there's a whole new way to have fiin with your personal computer. It’s called 
ImagiNatum: The CyberSpacc Theme Park* and it’s only onThe Sierra Network.® 
The Sierra Network is on-line games and more, including products for every taste 
and skill level. Games range from the multi-player version of the award-winning 
Red Baron and the critically acclaimed fantasy game The Shadow of Yserhius? 
to more relaxing fare like Bridge and Chess. There's even multi-player games for 
children like Graffiti “ and Boogers? More tlian 20 great games so far ~ and more to come! 

But what really makes The Sierra Network special is the sense of community’ that 
you get when you visit ImagiNation? Each night, thousands of friendly people gather 
there to play games, meet new friends, and generally have a good time together. 

If you’d like to try The Sierra Network, all you need is a 386 or better computer, 
a VGA monitor, a 2400 baud modem, and a valid major credit card. Just send in the 
coupon, or give as a Gill. We’ll give you everything you need to enter the land of 
ImagiNation, and your first 3 hours - FREE* 

ImagiNation on The Sierra Network. There’s no place you’ve ever been that can 
compare to the fiin and friendship of the world’s first CyberSpacc Theme Park. 



■ | Valuable Coupon | ■ 

For your FREE Trial Membership Kit and 3 FREE hours of on-line time, just call: 
1-800-SIERRA-1, or fill out this coupon, place it in an envelope, and send it to: 
The Sierra Network, Offer #309, P.O. BOX 11, Oakhurst CA 93644 

□ Yes, I have at least a 386 computer, a modem, and a valid major credit card. 

If I decide to use The Sierra Network after my 3 free trial hours are up, I will 
become a full member and be billed as little as 512.95 per month * 

Name 

Address 

City/State/ZIP 


Day Phone 


Evening Phone 


Card Number: 


Expiration Date 


| Credit Card: DVisa □ MasterCard □ American Express □ Discover 
_ * Subject to current rates, terms and conditions. See rate card in membership kit for details. - 
Offer good through December 31,1993 ©1993 The Sierra Network 


* Your credit card will not be charged unless you use more than 3 hours of on-line time. 

TM designates a trademark of The Sierra Network Red Baron is a registered trademark of Dynamix Offer good until December 31,1993 Offer available only to first time members ©1993 The Sierra Network 

Offer #309 
















Darkside of Xeen 

by New World Computing 



_ GAME SPECS: _ 

Requirements: Hard Drive. 640K. VGA 


Sound Support: Most major sound boards 





The ultimate 
fate of Xeen 
along with the 
Cube of Power, a 
source of grand 
magic, has fallen 
into the hands of 
the tyrannical Alamar. With the 
Dragon Pharaoh trapped within the 
royal Pyramid by Alamar’s forces 
and Queen Kalindra (his prisoner), 
there is no one to oppose his con¬ 
quest of Xeen. A mighty troop of 
heroes is needed, a band that can 
overcome the dangers of the Dark- 
side of Xeen and challenge and 
defeat Alamar and his allies. 



The royal Pyramid is under siege and the 
fate of Xeen faces a dire threat. 



Queen Kalindra has been captured and 
imprisoned by the mysterious Alamar. 


The Darkside of Xeen brings you 
the fifth installment in the Might and 
Magic saga. Once again, you must 
form a party and take up arms 
against the evil forces which threat¬ 
en the safety of the good people of 
the realm. As in the previous game, 
your adventure takes place in the 
land of Xeen, but this time in a com¬ 
pletely different part. The dangers 
here are no less real or deadly than 
they were in Clouds, however. 

Build your party from five races 
(human, elf, dwarf, gnome and half- 
ore) and a balanced mix of the ten 
classes (some of which are paladin, 



The Dragon Pharaoh sends a lone messen¬ 
ger on a desperate mission to seek help. 


archer, cleric, sorcerer and robber) 
and seek out wrongs to right and 
foes to battle. In the process, you 
will earn powerful magic items and 
experience to make your party more 
formidable and quest items which 
you will need to proceed through the 
game and accomplish your ultimate 
goal of freeing Xeen. Just like the 
series title suggests, a good balance 
of physical might and magical power 
will be required for you to stand any 
chance of surviving the awesome 
task set before you. 

New World Computing provides 
you with a party of competent pre¬ 
made characters that you can use, 
or you can create your own in the 


tavern. Once they are brought forth 
upon the face of Xeen, your party 
will require some equipment. While 
they start out with some rudimentary 
weapons and armor, higher quality 
materials can be purchased at the 
town blacksmith. However, you will 
find the best stuff by defeating fear¬ 
some monsters and overcoming 
challenging tests of intellect. 

As you travel around, you will dis¬ 
cover many people that may request 
your aid. You may not need to help 
all of these folk, but in doing so, you 
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Use the pre-generated characters or roll up 
new party members of your own. 

are likely to get a decent amount of 
experience. Others may reward you 
in other ways, with useful items, 
spells or gold. The computer has an 
automatic notebook feature which 
keeps track of current missions, 
information you have found, and 
other details. Every time you com¬ 
plete a quest, each of your people 
will be given an award. If you have 
someone in your party with the car¬ 
tography skill, you will also be able 
to take advantage of the useful 
automap. With the Quick Fight 
option, you can program in what you 
want each of your people to do in 
the midst of combat whenever you 
push the button. 

The entire game takes place in a 
first-person 3-D perspective which 



You will need to take advantage of the facil¬ 
ities in the towns in order to survive. 
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This lady will let you into the tower if you 
have the key, or bar your path if you don’t. 


can be controlled through a point- 
and-click mouse interface or via the 
keyboard. 

Encounters are set so that there 
will be a number of a particular mon¬ 
sters wandering around within a cer¬ 
tain defined area. This eliminates 
random encounters and ensures 
that a monster, once beaten, will not 
return to haunt you later. When you 
view your party or its members, a 



Fight monsters ranging from sewer rats to 
the denizens of the elemental planes. 


great deal of information can be eas¬ 
ily accessed at the click of the 
mouse button. The setup of the 
game is designed to allow first time 
players to get into the game almost 
as easily as those who are familiar 
with the Might and Magic format. If 
you already have the Clouds of 
Xeen game, Darkside can be com¬ 
bined with it to form a composite 
game, World of Xeen. 



There are many exotic locations to explore 
and quests to undertake. 


I have been a big fan of the Might 
and Magic series since its concep¬ 
tion. When it changed to its new 
format in Isles of Terra (the third 
installment) I found myself liking it 
even more. While the first two 
were bogged down by que sts of 
incredible complexity and 
paths, the games that f 
took the same great ide’ 
made them more simplified 
games began less as pT 
games and more as RPG’s, as 
they were originally intended. Still, 
they managed to continue to spin 
a good story around the action and 
events within the game, and thus 
lost little in the conversion process. 
Graphically, the Xeen games are 



possibly the most attractive I have 
seen in the role-playing arena. 
However, they sacrifice the realis¬ 
tic approach that some games 
strive for in favor of making their 
monsters appear as unique and 
fantastic as they want. Darkside of 
ffers the same basic game 
its predecessor, Clouds of 
Jhis is a sign of confidence 
uality of their product by 
orld Computing. This 
should not be viewed as a failure 
to improve on the product, but a 
maintenance of a certain measure 
of excellence. In the playing of so 
many good games, I find myself 
becoming a bit jaded, but this is 
one I want to finish. -Alex 


Might and Magic has been a great 
series through the years, so when 
we received this one it was no sur¬ 
prise that we all fought over who 
was going to play it first. This 
game has a great character gener 
ation built into it, and the quest, as 
always, is quite enjoyabl, 
the new sound effects 
added to this game; it reall 
this one come alive. The 
have also been vastly im] 
over the years, and the motions of 
the monsters are even better than 
the preceding titles. There is one 
thing that bugged me about this 
game. I hate the fact that when 
you walk into a bar, you do not see 
people sitting at the tables. It is up 


quest, as dupl 

Q| 


to you to click on the tables, and to 
talk to a person, assuming that 
someone is there. New World 
Computing has done something 
with this game that a lot of compa¬ 
nies should notice and possibly 
duplicate. If you put Clouds of 
n and the Darkside of Xeen 
ether, you will have a third 
le to play, complete with a dif- 
nt ending. I have seen the end 
:his game, and let me tell you, it 
Ts”the best ending to a fantasy 
role-playing game I have ever 
seen! This alone is worth playing 
the game through. I must add that 
the overall gaming engine is easy 
to use, as it is modeled straight 
from the other titles. -Rick 


Darkside of Xeen is a pretty game. 
There is no way to deny the fact 
that this is one of the most attrac¬ 
tive role-playing titles developed in 
recent years. It also keeps the 
excellent engine of the previous 
two Might and Magic titles, which I 
like. I could jump right j 
game without having {<§ 
how to control my char; 
the game itself. This is somi 
I’d like to see more corri^^es 
duplicate. It's extremely helpful to 
the game player to not have to 
learn a new system with every new 
game. I also really like the quest 
involved here. The towns, the 
monsters and the people you meet 
are interesting to look at and inter¬ 



act with. New World has tacked in 
some actual conversation with the 
leaders of the various monster 
tribes. What this adds to the game 
is the ability to “recruit” different 
creatures to give you information 
or some help when you need it. 
ps make the game more 
nd fun. No game is per- 
gh. It would have been 
see people behind the 
r at the various establish¬ 
ments you can walk into. Still, this 
is an extremely minor point of con¬ 
tention. Darkside is an excellent 
title that matches the standard set 
by Clouds of Xeen and the Might 
and Magic series. Play this one to 
the end! -Steve 
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High Command r 


captures WWII in 

Europe on a grand scale. Spanning the war years 1939 through 1945, 
you are placed in complete control of all military, economic and 
political resources. Choose to lead the Allied or Axis war machine. 
Command all land, sea and air forces. Exercise your diplomatic 
options. Build up your military or invest in your country's 
infrastructure. High Command is more than a 
wargame. It’s the ultimate hot seat. Visit your 
local retailer or call to order 800-653-1360 Pfcsgfl ) « 
w in the U.S., or 800-697-2360 in Canada J ~ 


HIGH (ONNMO BE IMIABIE »IIME EOt THE 
IWK AND 100% (ORAWIB-ES HIGH COMMAND EUROPE lfW 4$ 
IS A TRADEMAIX Of THREE SiXTt PACIFIC. ME. < TWJ THREE SIXTY 
PACIK, INC AU RIGHTS RESERVED W ISA RfGlMEREO 
TRADEMAIK OF IRTERHATIOftU IrtlRESSMACHIRtS 








Decisive Battles of the 
American Civil War 

by SSG 

S W°/o 



GAME SPECS: 


Requirements: Macintosh Plus or better, 

System 6.02 or hiaher 


Sound Support: Macintosh speaker 



“Atlanta is burning! Atlanta is burn¬ 
ing!” With these fateful words, the 
end of the American Civil War was 
soon to come. The Civil war lasted 
four years and its one million casual¬ 
ties reflect the utter determination 
and vicious ferocity in which it was 
fought. When the North fought the 
South, men were told to fire upon 
their own countrymen, and some 
upon their own brothers. The battles 
in this tragic war went a long way to 
define the history of our country, as 
well as laying a groundwork for 
future wars. Decisive Battles of the 
American Civil War lets gamers try 
their hand at manipulating the orders 
and outcome of some of the more 
important campaigns of 1864-1865. 
Commanding the battle-hardened 
veterans of Robert E. Lee’s Army of 
North Virginia, can you sum up the 
courage to take out Ulysses S. 
Grant’s Army of the Potomac and 
stop their march on Richmond? Or, 
as William Tecumsah Sherman, can 
you march into Atlanta and on to the 
sea in bold triumph? Participate in 
five climactic battles in our history. 



The peaceful glens become plains of 
destruction during the bitter Civil war. 



Manage your troop movements carefully, or 
you may end up totally wiped out. 



A complex war scenario builder is included 
to make the game more enjoyable. 



The computer tallies up the score for both 
sides of the conflict. 



Results of skirmishes are quickly displayed 
so appropriate action can be taken. 


kind of had a problem with the 
interface and control system of this 
game. It is not as complex as 
some of the other military sims as 
far as realism factors. On the other 
hand, it is not simplistic enough to 
get rightj^HHdH||HTo me, it 
seems li™t nee is tj^B m more in 
either one ^Kti^^^fcnother to 
really apf ealfto asoliJ base of 
players. ~^Vgra||^^PBre pretty 
standard, aitnough a bit more col¬ 
orful than the majority of games of 
this genre. I just thought that the 
multiple command levels made it 
more complex than a game of this 
type needed to be. I did, however, 
like the scenario builder which is 
included. -A/ex 


liked this game for one reason: 
the background events. I think it is 
done very well. The instruction 
manual was not what I would call 
very good; it took me a while to 
understand how to run the tutorial. 


think tl 
is laid 01 
tern, inclu 
64/128. I 
more hisi 



the book 
uter sys- 
modore 
to see 
. It just 


gets confusing. On the other hand, 
the game controls well, and the 
graphics and sound are good. The 
computer intelligence is very good, 
and I hate to say it, but it whipped 
me. You can also have the com¬ 
puter play itself-this is the way I 
learned the game! -Rick 



While I am a fan of military simula¬ 
tions, I enjoy WW II games the 
most. I’ve never really been inter¬ 
ested in the American Civil War. 
However, this game, along with 
the first two volumes, could help 
me 
wasn’t 
I found 
tively 
This is 
look of 

military sims; nothing new or excit¬ 
ing. Still, the game plays well and 
it comes with six scenarios, which 
is a good blend. I’ll keep this one 
around for a long time, if only to 
play around with the excellent sce¬ 
nario builder. I like it! -Steve 
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Quantum Quality Productions. Inc 


The time: World War II 
The place: The South Pacific 
Wage war for the sole ownership 
of the South Pacific. Historically 
correct battles challenge all, to 
do better than the Navy did as 
it happened in WWII. Not only 
naval combat, but air and land 
combat. Create and transport 
armies to enemy ports through 
air, naval, and bombardments 
from your adversaries to take 
over their bases. 


MANY SCORCHING BATTLES TO 
CHOOSE FROM 

PLAY JAPANESE OR U.S. FORCES 
MODEM PLAY 

EXPERT MENUS OR NOVICE MENU 
SEVERAL LEVELS OF DIFFICULTY 
STUNNING HISTORICAL ACCURACY 
HUNDREDS OF SHIP AND PLANE 
TYPES 

INTUITIVE INTERFACE 


The "WWII: Battles of the Pacific” 
is for the IBM PC. It can be obtained 
through your favorite retailer or 
ordered directly by calling: 

908-788-2799 

1993^ Q.Q.P. All rights reserved. 
IBM is a trademark ofInternational 
Business Machines. 








SonicSound 

by Diamond Computer Systems 


Diamond’s SonicSound card 
would be a great addition to your 
Multimedia PC. Stereo quality audio 
makes your games and other appli¬ 
cations come to life. The Sonic¬ 
Sound card delivers professional 
quality 16-Bit sound playback and 
recording. The SonicSound card is 
Sound Blaster, Adlib and MIDI com¬ 
patible, and the included software 
allows you to operate Windows 
through voice commands. 

The SonicSound card has 32 
simultaneous stereo voices, 8 ampli¬ 
tude envelope stages, 512KB sam¬ 
ple sound libraries, 2 mono channels 
or 1 stereo channel, and 11.025, 
22.05, 44.1 kHz recordings rates. 
There is also a joystick interface. 
The additional features on this board 
include DSP on-board, a Universal 
CD-ROM interface, and CD quality 
ADC / DAC. The speech recognition 
features 50-125 word, speaker inde¬ 
pendent user-created vocabulary 
and also an automatic vocab adap¬ 
tion to the end user. 



When listening to the SonicSound 
card, I was impressed by the quality 
of the audio. It was clear and sharp 
and fully lived up to my expecta¬ 
tions of wha^i sou nd board should 
sound Jj^H^^^^H^^^omes 

One th^^h^Bc^^n^Hpe 

with soft^B^/hicn^^^Rgned for 
the Sound Blaster or Ad Lib, I won¬ 
der if it is being used to its full 
potential. Without full support from 
the software companies, there is lit¬ 
tle advantage to buying this over 
the Sound Blaster. -Alex 



The SonicSound card has 32 voices, and a universal CD-ROM interface. This means you 
no longer have to buy the CD-ROM that the company wants you to buy! 



We receive a lot of sound cards, 
and most of them are very good; 
the one that usually stands out is 
the Sound Blaster. Now that the 
SonicSoun^card is here , I think 
that the iij^fl|B^ijJH r ke a look 

the compij^^an have B board 
up and running in about 20 min¬ 
utes! The sound is absolutely fan¬ 
tastic, and the software that comes 
with this product is great! I only 
hope that the game companies will 
support this one! -Rick 



The SonicSound card is perfect for 
people like me who have trouble 
with anything even remotely techni¬ 
cal. The installation is easy to follow 
and up 

Sound is comparable to virtually any 
of the high-end cards I’ve had the 
opportunity to use. This is an excel¬ 
lent piece of equipment. Look for 
this one for a quality choice when 
shopping for a new card. -Steve 
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“The Seven Secrets 
!v of Life” 


Quantum Quality Productions. Inc 




/ 


/JR. 


Seek out the seven secrets of life 
.... Can you forae through the 
evil that lurks in tne depths of the 
eerie dungeons, the ominous 
castle towers and the savage 
countryside? Play alone or with 
a partner. Simply, one fine 
adventure and role playing 
endeavor. 


MODEM PLAY 

1 OR 2 PLAYERS WORKING TOGETHER 
OR IN HEAD TO HEAD COMPETITION 
BREATHTAKING GRAPHICS 
FASCINATING ECONOMIC SYSTEM 
LARGE VARIETY OF MONSTER TYPES 
OVER 50 DUNGEON LEVELS 
AUTO-MAPPING FEATURE 


The ‘ Red Crystal: Seven Secrets of 
Life” is for the IBM PC. It can be 
obtained through your favorite 
retailer or ordered directly by 
calling: 

908 - 788-2799 

1993® Q.Q.P. All rights reserved. 
IBM is a trademark of International 
Business Machines. 







Terminator 2: Judgment Day 
and Total Recall Audioclips 
by Sound Source Unlimited, Inc. 

Welcome to the awesome Add¬ 
ons and Accessories Arnie-Thon. 
Everyone’s favorite muscleman is 
making a splash with several prod¬ 
ucts based on his movies. First, you 
can enjoy many of your favorite lines 
and sound effects from Terminator 2 
and Total Recall with the Audioclip 
collection from Sound Source Unlim¬ 
ited. From the Windows format, you 
can play, mix and alter any of these 
sounds. Then, you can set them to 
play one at a time or an occurrence 
of your choosing. You can be greet¬ 
ed by the “Johnny Cab” from Total 
Recall when you open a folder, or 
have Arnold say “Hasta la vista, 
baby” when you quit. The audioclips 
are compatible with any Windows 
application that uses wav files. You 


also get the Whoop it up! utility 
which allows you to assign sounds 
to certain events. (Unfortunately, my 
two favorite Arnie quotes are not 
included-“lt’s not a tumor” from 
Kindergarten Cop and the meaning 
of life from Conan. I will look for 
them in the future.) 



SOUND SOUICI 




TDTALRECALL 


AUDIOCLIPS 


WINDOWS NRVONAl MULMMiOtA tmUTY. N ATUMINO 

ARNOLD SCHWARZENEGGER 

IN HIS CLASSIC DUAL HOtl PLUS OTHM 
rouu mcaii CHAftACTtas and sound trtscTs 



TECH SPECS 


Sound Source Unlimited 

Formats: 

PC and compatibles 

Add'l Hard 

Drive Space: 

3 Meg each 

Retail Price: 

$59 95 each 

Requires: 

Windows 3.1 


The Terminator 2029: 

Operation Scour 

by Bethesda Softworks 

Skynet is gone, destroyed through 
the valiant efforts of you and your 
team. Now under the codename 
Operation Scour, the resistance has 
begun the task of eliminating the 
remaining hunter/killers. Without the 
guidance of their Central Command, 
many of the once deadly machines 
are easy pickings. 

However, without warning, a new 
robotic slayer appears on the scene 
and starts to take a costly toll on 
some of the new A.C.E. battlesuit 
system soldiers. Not only that, but 
some of the machines start to move 
once again as if under the control of 




a centralized intelligence and some 
are even equipped with a phased 
plasma cannon that can fire through 
walls. The headquarters in Washing¬ 
ton D.C. needs a special kind of 
warrior to help them to defeat this 
new threat. And who is more quali¬ 
fied than the man who took down 
Skynet? You will run your missions 
out of your Armored Personnel Car¬ 



rier in the underground hanger 
beneath Theodore Roosevelt Island. 
With your new rank as Lt. Colonel 
(second only to Conner himself) and 
the improved defensive and offen¬ 
sive neurolinks, those metallic mon¬ 
sters do not stand a chance. That is, 
if you can stand up against the fire¬ 
power of the newest player in the 
destructive game between man and 
machine-the awesome Guardian. 



TECH SPECS 



Retail Price: 


Requires: 


Bethesda Softworks 


PC and compatibles 


2.8 Meg 


$29.95 


Terminator 2029 
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IT'S ALL IN 



build Company Agents using cybernetic implants 


and hi-tech weaponry. Utilizing action, strategy 


tailed futuristic cities, each 'alive* in real-time 


Available for the IBM 
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Fantasy Draft 
Expansion Disk 

by Strategic Simulations 
The MLBPA Players disk and 
AL/NL Stadiums disk have already 
hit the shelves; now prepare yourself 
for another way to add to the Tony 
LaRussa Baseball II experience. 

This new program is a powerful, 
full-featured utility which will allow 
you to conduct your own fantasy 
league draft sessions in the Tony 
LaRussa II game environment. You 
can set the drafts to include 2 to 32 
teams from 1 to 4 divisions. As the 
league commissioner, you set up all 
of the parameters from the draft 
order to the salary cap. You can bid 
individually on each player in an 
auction or opt for a method which 
utilizes taking turns choosing 
favored draftees. As you are picking, 
the program displays the realism 
and plethora of player statistics that 


Scenario Builder 
Expansion Disk 

by Strategic Simulations 

Since appearing on the scene 
around August *92, Great Naval Bat¬ 
tles: North Atlantic 1939-43, has 
done fairly well in the market. And, 
with two expansion programs 
already out, SSI has shown its inten¬ 
tions to support this product. The 
third program that they have pro¬ 
duced for the game is the Scenario 
Builder. 

With this new utility, you have at 
your fingertips the capability to cre¬ 
ate as many scenarios and naval 
battles as your heart desires. Using 
ships from the original program as 
well as those introduced in Super 
Ships of the Atlantic and America in 
the Atlantic, you have practically lim¬ 
itless variety. 

Position any of your ships wherev¬ 
er you want within the waters of the 
North Atlantic and determine their 
speed, course, weapons and dam¬ 


Tony LaRussa is known for, to aid 
you in obtaining the picks you want. 

You pick the future players for 
your own team, while the computer 
controls the strategy of the opposing 
teams. Using sophisticated artificial 
intelligence, it determines who it 
wants to draft and how much it is 
willing to spend on each of its choic¬ 
es. During the drafting process, 
Tony LaRussa, or a reasonable 



computerized facsimile, will give you 
advice on your best decisions and 
what kind of players you need to 
improve your roster. 

What type of tactics will you 
choose to put into effect? Will you 
put yourself into the red by spending 
everything on a recognized super- 
star, or will you take a chance by 
choosing a cheaper, but more risky 
rookie? With good tactics and the 
proper balance, you can form a 
team that may be able to take you 
all way to the pennant. The decision 
is yours-it is within your hands to 
shape your team into a force to be 
reckoned or only a slight step up 
from the Bad News Bears. With the 
importance of the draft, wouldn’t you 
like to be able to simulate it in your 
baseball computer games? 


TECH SPECS 

Developer: 

1 Strategic Simulations. Inc. 1 

Formats: 


Add'l Hard 
Drive Space: 

1.6 Meg 

Retail Price: 

$19.95 

Requires: 

Tony LaRussa II 


age status. Then, prepare yourself 
to undertake the challenge of your 
own creation. You can set up a skir¬ 
mish between cruisers within coastal 
waters or design a titanic clash 
between two mighty fleets upon the 
deep blue waters of the Atlantic. 

Not only can you develop your 
own naval conflicts, but the Scenario 
Builder program also allows you to 
modify existing scenarios which 
came with GNB and its other expan¬ 
sion disks. Change historical battles 
to meet your specifications and see 
what difference it makes on the ulti¬ 
mate outcome. 

The program also includes the 
Captain’s Campaign which allows 
you to work your way up from a 
Destroyer Captain to the rank of 
Task Force Commander in a cam¬ 
paign of fierce and frenzied random 
battles. Not only can you earn pro¬ 
motions, but medals as well. The 
Version 1.2 upgrade is included and 
is automatically installed with the 
program. 



TECH SPECS 

| Developer: | 

Strategic Simulations, Inc. 

B-SSEm 

PC and compatibles 

Add'l Hard 
Drive Space: 

less than 1 Meg 

Retail Price: 

$39.95 

Requires: 

Great Naval Battles 
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Banff Springs 

by Access 

In keeping up with their plans to 
release a new championship course 
for Links, Links 386 Pro and 
Microsoft Golf every ten weeks, 
Access Software presents Banff 
Springs. Located over a mile high 
and nestled within the Canadian 
Rockies, this round of golf offers the 
same beauty and natural grandeur 
that can be found in previous pro¬ 
grams. Banff was designed by Stan¬ 
ley Thompson in the late 1920’s and 
remains one of the world’s best. 

In their premiere Canadian course 
for Links, the Access designers 
worked very hard to capture the feel 


of the first 18 holes, the Sulphur 
Nine and the Rundle Nine. As you 
play through the challenging holes, 
you will undoubtedly come to appre¬ 
ciate their efforts. While playing, you 
will be forced to keep your shots 
right on target, or they will end up in 
the strategically placed traps that lie 
in wait for balls that are a little off- 
course. You also get to pit your dri¬ 
ving ability against the infamous 
“Devil’s Cauldron,” a par three which 
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forces you to propel your ball over a 
emerald lake with crystal clear 
water. Banff Springs is an experi¬ 
ence no golfer will want to miss. 


TECH SPECS 

Developer: 

Access Software Inc. 

Formats: 

PC and compatibles 

Add'l Hard 
Drive Space: 

Less than 3 Meg 

Retail Price: 

$29.95 

Requires: 

Links, Microsoft 6olf 


Weekly Winner 

by Villa Crespo 

Villa Crespo has produced a num¬ 
ber of games to aid you in your gam¬ 
bling endeavors. Now, they offer 
Weekly Winner, a program which 
may well give you a little edge in hit¬ 
ting the jackpot in the lottery. 

You can assign it to choose from 
three to seven numbers out of a 
range anywhere from 1 to 47. 
Record the results from weekly 
drawings and the programs will cal¬ 
culate probable numbers for future 
lotteries. Numbers can be displayed 
in a variety of ways, such as chrono¬ 
logical or numerical order. Then, 
you can have the program compute 
column averages, and seek out 
repeaters, connectors and patterns. 
Set your feet on the path of good 
fortune and tip the odds just a little in 
your favor. Isn’t the shot at millions 
worth thirteen dollars to you? 


TECH SPECS 

Developer: 

Villa Crespo 

Formats: 


Add'l Hard 
Drive Space: 

.3 Meg 

iiHnirami 

$12.95 

Requires: 

512k 



Here we are again in the Addition¬ 
al Alterations column. This month, 
there are a number of items avail¬ 
able for your perusal. Included are 
an adaption into a new format, a 
program update and a quintet of 
older games packaged together to 
offer you a special deal. 

Master the science of genetics 
with SimLife. This impressive simu¬ 
lation program from Maxis has now 
become available for PC Windows. 
Manipulate the development of new 
biological entities from the most 
basic building unit of life, DNA. 
Then, let your children loose on a 
world of your design and watch them 
flourish or go the way of the 
dinosaur. For $69.95, SimLife, the 
genetic playground, can be yours. 

Some of you may have purchased 
Air Bucks within the last couple of 
months. This unusual strategy game 
allowed the player to feel what it is 
like to run their own airline business. 
Now, based on suggestions by com¬ 
ments from their customers, Impres¬ 
sions has produced a major 
upgrade, Air Bucks v.1.2. This new 
version includes a zoom mode 


which lets the player view the planes 
as they fly from airport to airport and 
choose landing sites with more pre¬ 
cision than before. An improved eco¬ 
nomic model and comprehensible, 
printable reports make managing 
your money even easier. Personal¬ 
ize your airline with your own name. 
This program also has 256-color 
graphics and digitized sounds for Ad 
Lib or Sound Blaster boards. For 
registered users, this enhanced pro¬ 
gram will be mailed free of charge, 
so send in those registration cards. 

The third product is actually five 
programs from different companies 
stuck together in one package and 
distributed by The Software Tool¬ 
works. From Accolade comes Jack 
Nicklaus’ Unlimited Golf & Course 
Design and Grand Prix Unlimited for 
fans of either sport. F-19 Stealth 
Fighter, by Microprose, brings you 
the thrill of aerial combat in one of 
the world’s most sophisticated air¬ 
craft. In a combined program, Gin 
King and Cribbage King offer you 
the popular game play of their card 
game counterparts. The final game 
is from The Software Toolworks 
company. Experience the challenge 
of surgery in the game Life and 
Death. 
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‘Pepper s adventures in ‘lime 

by Sierra 


Ride a wild time machine into 
American history with Pepper’s 
Adventures in Time! Pepper has a 
BIG problem. Her Uncle Fred, the 
family’s mad scientist, has scram¬ 
bled colonial America into one big 
hysterical, historical mess. It looks 
like the British are going to win the 
war this time, unless your child can 
set the facts straight. 

If your child needs help with this 
sticky situation below, he or she will 



have to talk to Ben Franklin, but they 
had better be careful! Uncle Fred’s 
confused him too! Your kids will 
have to help Ben Franklin out, or the 
world will never know about his 
accomplishments and inventions. 
Once your kids get to know Ben, 
they will be amazed by his wisdom 



and cracked up by his tremendous 
sense of humor! 

Is this all too much for one kid to 
handle? If it is, Pepper brought 
some help with her. Who did she 
bring? You might be surprised. She 
brought her mischievous mutt, Lock¬ 
jaw. Ask your kids if they would like 
the opportunity to control a four¬ 
legged dog; this includes being able 
to use the dog’s bark, nose, feet, 
and, yes, even his teeth! 



RCT III: KITE/KEY EXPERII 


RCT IV: STRMP RCT 


RCT V: CONSTITUTIONAL 
CONVENTION 


RCT VI: RESCUE LOCKJAU 


There are six acts for your child to 
choose from, shown above. Each 
time your child picks one of these 
acts, they will also get another 
screen that will tell them what to look 
for in the act, and what the objects 
of the particular act will be. You can 
see below a typical screen after 


-Poor Richard's Almanack 
-The Toun Llatch 
-The Liberty Bell 
-The Village Stocks 
-The Stamp Tax 

-Meet Uncle Fred 
-Go Back in Time 
-Escape from the Uatchman 



selecting an act. Pepper will have to 
use her brains to figure out some of 
the puzzles. Another nice feature 
with this game is the sound. It is so 
well done that it is like watching a 
cartoon, even down to the smallest 
details, like listening to Lockjaw 



drink. Peppers Adventures in Time 
also features 256 color VGA graph¬ 
ics, and terminology that children will 
easily understand. Even if your child 
does not like history, he or she will 
like this game, and will learn while 
playing. This is one of the best Child 
Support games to hit the shelves in 
quite a while. Have your children join 
Pepper in fun and adventure! 


TECH SPECS 

Developer: 

Sierra 

Formats: 

PC / compatibles 

Graphics: 

VGA 



Available: 

Now 

Retail Price: 

$49.95 
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PICK-UP THE 
PHONEM 
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800 - 795-5978 



AND PKK TWO 
GAMES FREE! 


Choose any Two Sierra Games 
when you switch to Sprint 


Sprint long-distance service just 
became more valuable - up to $159.95 
more! Now, when you switch your 
home long-distance service to Sprint, 
you can select any Sierra game, free! 
And after enjoying six months of high- 
quality long-distance, you'll receive a 
second Sierra game or one month of 
free long-distance service.* 

Only Sprint can offer you a 
nationwide 100% digital, fiber optic 
network that provides the long-distance 
quality and reliability you need. 
Experience for yourself Sprint's "fiber 
optic" clarity that makes both your 
long-distance calls and PC data 
transmissions crystal clear and error free. 

But unsurpassed call and data clarity 
is just one of the many benefits you will 
enjoy as a Sprint customer... 

"The Most 4 "*" A Unique Calling Plan 
Sprint offers an unprecedented long¬ 
distance calling plan called "The 
Most'" " available now for all customers. 
The Most will save Sprint customers 20 
percent on already low rates on their 
calls ^ach month to whomever they talk 


to the most, including international 
calls-even if the called person is with a 
competitive long-distance carrier. 

The Most will also provide automatic 
20 percent discounts on all calls to 
Sprint's millions of customers, anytime 
and anywhere. 

When the most frequently called 
number in a given month is a Sprint 
customer, Sprint will combine both 
discounts for an effective overall 
savings of 36 percent on calls to that 
number.** 

Save on Long Distance When 
You're away from home too! 

Sprint's FONCARD™ travel card lets 
you continue to take advantage of 
clear calling and savings even when 
you're away from home. Plus the 
FONCARD is free, with cards available 
to every member of your family. 

The Service You Deserve 

At Sprint, we make no compromises 
when it comes to dependable, personal 
service - we do it all; operator services, 
directory assistance, customer service, 


even instant credit for wrong numbers. 
And we do it 24 hours a day! 

No Risk Guarantee 

Your satisfaction is guaranteed: we'll 
pick up the cost of switching your long 
distance to Sprint, and will even pay to 
switch you back if you are not completely 
satisfied. (Some restrictions apply.) 

So why not sign up for Sprint and 
receive the clarity, savings and service 
you want while getting two Sierra 
games you enjoy? 



• Offer valid only in the U.S. and for new Sprint customers. 
Not valid for FONCARD only orders Certain restrictions 
apply Free month Is up to $25 usage on 4th month invoice 
To qualify for a second game or free month of long¬ 
distance the customer must bill $20 per month in 3 of the 
first 6 months 

*♦ THE MOST discounts apply to intra state calls only where 
authorized 
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‘The AWS Avenger 

by Raya Systems 


NOTE: THIS 
PRODUCT IS 


AND UP WTTH 
ADULT 
SUPERVISION 


This is a very touchy subject to dis¬ 
cuss in today’s society, but if it is 
never discussed, kids will never 
learn the proper ways to protect 
themselves. 



An ordinary student will be transformed into 
a superhero in the beginning of the game. 



You will even have to talk to some of the 
kids on the street. 


to risk their lives in the AIDS epi¬ 
demic. Eliminate them before more 
people become infected with the HIV 
virus. There are four levels of age- 
appropriate information. There is 
also a level-lock system that allows 
controlled access to levels 2-4 so 
your children can’t readily see them. 



One of your duties as the AIDS Avenger is 
to inform people of the dangers of AIDS. 


The AIDS Avenger’s mission is to 
suppress fear, ignorance and apa¬ 
thy. There are goblins forcing people 


Playing as the AIDS Avenger, you 
and your kids will walk through a 
school and listen to other kids’ con- 
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versations. It is then up to you to 
determine the course of action. At 
the beginning of the level, you will 
be given a detailed notebook of 
information about AIDS. This note¬ 
book can be called up at any time. 
After you and your kids hear a con¬ 
versation that is wrong, you must 
talk to the characters and tell them, 
through a choice of clues, the cor¬ 
rect solution to their problem. 

A goblin will be released from the 
person that you were talking to. 
Next, the program shifts into a game 
mode. Your kids will get the chance 
to fight off those goblins. Your kids 
will also get a sticker, and a facts 
pamphlet. At the end of each level, if 
your kids have found all of the gob¬ 
lins, they will have to go up against 
the a super villain! The arcade por¬ 
tion of the game will help to keep 
your child’s attention on the overall 
message. A portion of each pur¬ 
chase will go to help to find a cure 
for this terrible disease. 



TECH SPECS 

Developer: 

Raya Systems 

Formats: 

PC and compatibles 

Graphics: 

VGA 

Sound: 

Adlib, Sound Blaster 

Ages: 

10 and up, with adult supervision 

liWIIM.iM 

Now 

Retail Price: | 

$39.95 
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Deal Yourself In For A 
$10 Savings On The Best New 
Computer Card Game, 



Introducing Hoyle Classic Card Games, 
featuring Bridge, Euchre, Hearts, Gin 
Rummy, Cribbage, Crazy 8 s, Old Maid, 
and Klondike Solitaire 

Deal yourself in on the best collection of computer card games 
available and we’ll let you cut the deck. Better yet, we’ll let you 
cut $10 off the regular retail price. This 256-color, all-new 
program features: 

• 8 great games with on-screen rules and play options; 

• A cast of 17 different animated opponents so you can get 
together a card game anytime you feel like it. Some of these 
characters are drawn from Sierra’s best-selling computer 
adventures while others were created especially for this 
collection; 

• Different degrees of difficulty, with opponents that challenge 
everyone from a beginner to an expert; 

• Ten different playing backgrounds and nine different decks; 

• Full sound card support, with a sensational soundtrack and 
talking characters; 

• Runs under MS-DOS or Windows™. Supports VGA and EGA. 

Order direct and save! This all-new collection lists for $49.95, but 
we’ll send it to you for only $39.95 (plus shipping, handling and 
applicable tax) if you call the number below before Sept. 30, 1993. 

Mention offer number A110. Operators available between 7:00 AM and 7:00 PM PT, Monday 
through Friday. Offer good in U.S. and Canada only. Available for IBM compatibles only. 


1 - 800 - 326-6654 


m 






















(When company presidents need 
analysis of hot trends and future 
possibilities, one of the names on 
speed dial is “Arnie Katz." Writer, 
lecturer, designer, consultant and, 
now, editor of Electronic Games, 
Arnie gives readers of Computer 
Game Review and CD-ROM Enter¬ 
tainment an insider’s look at the 
world of electronic gaming. This 
month, Arnie looks at some major 
milestones in interactive home 
entertainment.) 

This is the year it happens. 

Interactive electronic entertain¬ 
ment is going big-time. It is about to 
join the pop culture community as a 
full member. 

What is it now? 

I’m glad you asked. (So is editor 
Steve Honeywell, who expects me 
to write a full page.) 

Electronic gaming has been the 
poor relation. The media moguls 
summon us to family dinners on 


And computers are hard to use, 
compared to other home electronics 
devices. It doesn’t take much to run 
a TV set or VCR. Computer educa¬ 
tion is converting to a user-oriented 
approach, but consumers still balk at 
the complications they believe go 
with computer ownership. 

The key that unlocked the door for 
electronic gaming is multimedia. The 
units, especially black boxes like 
3DO, are a snap to operate and the 
software is expected to have a 
wider appeal than video games! The 
entertainment giants see a strong 
potential for a multi-billion-dollar 
business in the next three to five 
years. 

Gaming is a new use for their vast 
video and audio archives. Full- 
motion video games need raw 
footage. The movie companies have 
a backlog that earns little or nothing. 


Viacom owns miles of video and 
film footage. ICOM has the expertise 
needed to exploit this. The ICOM- 
Viacom deal is a template for similar 
transactions in the future. 

Other movie and television com¬ 
panies are shopping for publishers 
and developers, too. It’s more than a 
prediction that other video compa¬ 
nies are going to invest in electronic 
gaming before the end of this year. 

• Paramount, Sony Enter Field. 

LucasArts and Disney are two 
entertainment conglomerates that 
already have an electronic gaming 
beachhead. Get ready for a lot of 
other household names to follow 
their example and start interactive 
entertainment units. 
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important occasions, but they ignore 
us the rest of the time. Until recently, 
movie, music, print, sports and 
broadcasting companies saw elec¬ 
tronic gaming as just a good place to 
sell licenses. Most media execs 
doubt the appeal of even the most 
popular computer games. They dis¬ 
miss the field as “games by nerds 
for nerds.” 

This judgment is harsh, but not 
entirely unfair. Many computer 
games make technology dominant 
over content. I’ve got a pile of disks 
with breathtaking non-interactive 
intros leading to boring games. 

A lot of computer titles court one 
market segment, such as flight simu¬ 
lator fans. Elements included to sat¬ 
isfy the hard-core often make a title 
unsuitable for the mass market. 


The big guys have watched and 
waited, letting existing developers 
and publishers make the mistakes 
that go with pioneering. Now, it’s 
time for the megabucks players to 
get into this game. 

The headlines during first-half 
1993 tell the whole story—to those 
who fit the pieces together. These 
events are putting multimedia gam¬ 
ing into the thick of the mass market: 

• Viacom Buys ICOM Simulations 

ICOM’s founder, the late Todd Zip- 
nick, put the company into multime¬ 
dia years ago. The Chicago-based 
outfit’s work on FM Towns and 
Turbo CD may not be familiar to 
everyone, but those projects provid¬ 
ed valuable experience. ICOM has 
already scored with the Sherlock 
Holmes, Consulting Detective series 
and is gearing up to produce a lot 
more titles in the next 18 months. 


Sony made a commitment to all 
forms of interactive electronic enter¬ 
tainment about a year ago. Sony 
Imagesoft has many titles in devel¬ 
opment, mostly CD-based. 

Paramount started a little more 
cautiously. Its first product, Busy 
Town, is a serious contender for 
edutainment product of the year. 


• Virgin and Blockbuster Plan 
Game Retailing. 

These are separate, but allied, 
stories. Blockbuster Video plans to 
add interactive multimedia to their 
3,200 stores. Virgin, in a joint ven¬ 
ture with Blockbuster, will open a 
nationwide chain of Virgin Mega- 
Stores. Included in the merchandise 
mix is multimedia software with a 
strong emphasis on entertainment 
titles. Thanks to Blockbuster and Vir¬ 
gin, and the many retailers who will 
imitate them, multimedia games will 
be more readily available to con¬ 
sumers than computer software. 

-Arnie Katz 
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TWICE the mind-munching madness 
from the creators of Gobliiins! 


“As puzzling as a Rubik’s Cube with a bad attitude.” 


-The Newark Advocate 


Here’s what they’re 
saying about 
Gobliiins: 


“...a delightful 
mix of adventure 
and puzzle gam¬ 
ing that will 
leave your gray 
matter positively 
fried .” 

- Video Games and 
Computer 
Entertainment 

.. graphics are 
hand-drawn, 256- 
color works of art . . . 
Highly recommended 

- Questbusters 


.. you will want to 
snatch this one up. 
Its intelligent 
design and cute 
good looks will 
hook you right 
from the start. ” 
-Game Players 
Magazine 


“If you like the 
ultimate in brain 
teasers this game 
will meet your 
needs. ” 

-The Newark 
Advocate 

“There is plenty of good 
fun here for the graphic 
adventurer ...” 

-Computer 
Gaming World 




...as you unravel brain-bending puzzles... 



...and face off with really weird folks. 


PICK IT UP AT YOUR LOCAL SOFTWARE DEALER, OR CALL 1 - 800 - 326-6654 

7am-7pm (PST) Monday-Friday / Outside U.S. Call 209-683-4468 8am-5pm (PST)Monday-Friday 


«Li\m 


Offer #A111 









Recent installments of this column 
have celebrated the joys of fanzine 
publishing. This month, I'm turning 
traitor. I feel slightly disloyal sug¬ 
gesting that there are other fan 
activities besides personal publish¬ 
ing. The one up for discussion this 
time is conventions. 

The summer Consumer Electron¬ 
ics Show, held annually in Chicago, 
has graciously opened its doors to 
the public. They've given the general 
public a chance to see the cutting 
edge of electronic gaming. 

Without minimizing the importance 
of such events, they don't qualify as 
fan activity. What doesn't exist yet is 
a convention by and for electronic 
gaming fans. Almost every other 
comparable hobby group has one or 
more of them. In fact, I just came 
back from a small convention for sci- 
fi-oriented fanzine fans, and it's time 
for electronic gaming to try one, too. 

What would electronic gaming 
fans do at such a gathering? Some 
examples are: speeches and panels 
featuring professional game cre¬ 
ators, a dealer's room for gaming 
merchandise, an art show, demon¬ 
strations of game design/develop¬ 
ment techniques, etc. 

I'd like to hear some thoughts on 
this subject from the fans. I'll report 
any progress in future CGRs. 

If you were afraid I'd forget 
fanzines this month, relax. Here's a 
rundown on some of this month's 
most entertaining publications. 

Digital Press #11 

Edited by Joe Santulli 

44 Hunter PI., Pompton Lakes, NJ 

07442 

Bi-monthly, $1.50 per issue, 

22 pages 

Joe got his hands on a good desk¬ 
top publishing program, Publish It!. 
The improvement is obvious from 


the front page to the last. Digital 
Press always read well, but now the 
appearance is good, too. The editor 
probably will experiment with his 
software over the next few issues, 
so expect refinements to keep the 
‘zine improving in this regard. 

Classic systems get a lot of space 
in the current issue. There's a 
checklist of 1985-1987 Nintendo car¬ 
tridges, an essay on the worst Cole- 
coVision titles, and a column about 
collecting 2600 carts. Other material 
includes two more sections of San- 
tulli's gaming encyclopedia, reviews 
of games and fanzines, and a siz¬ 
able letter column. 

Digital Press is an always enjoy¬ 
able fanzine. The computer gaming 
content is not high, but most active 
gamers will enjoy it. 

Dystopia #1 

Edited by Dennis Crowley 
6 Hill Street, Medway, MA 02053 
Frequent, #2 per issue, 56 pages 

Power Play is dead, but there are 
no fannish blues on Hill Street. Den¬ 
nis hardly paused before rolling out 
the first issue of what promises to be 
an even better publication! It's such 
an outstanding value that the editor 
is forgiven for squandering several 
pages on information that would've 
fit into a quarter-page colophon. 
Video games are Dennis' first love, 
but he presents articles and reviews 
bearing on all aspects of the hobby. 
Few fanzines can match his cover¬ 
ing of multimedia games for the Tur- 
boDuo. Despite the meaning of its 
name, its tomorrows are bright with 
promise. 

Random Access #1 

Edited by Scott Boehmer 

118 Surrey Lane, Lake Forest, IL 

60045 

Frequent, $1 per issue, 12 pages 


This is a first issue, but Scott is 
one of the best-known and most- 
respected fanzine editors in the field. 
His new title offers a wider range of 
material than his popular Video 
Views. Scott usually produces an 
enjoyable fanzine, and this is one of 
his best efforts. 

A visit to a coin-op and video 
game museum in St. Louis provides 
material for the lead feature. Other 
highlights include Scott's chatty edi¬ 
torial, fanzine reviews, and a pre¬ 
view of 3DO. 

Uproar #2 

Edited by Michael Pittaro 
18 Old Coach Rd., Hudson, NH 
03051 

Frequent, $1 per issue, 22 pages 

Utilitarian, yet attractive three-col¬ 
umn layout makes this up-and- 
comer a pleasure to read. Duplica¬ 
tion is still on only on one side of the 
page, though. Mike should probably 
consider the virtues of two-sided 
reproduction when he perpetrates 
future issues. 

This issue covers most facets of 
electronic gaming, though cartridges 
are the biggest segment of the edito¬ 
rial mix. The main computer story is 
a feature on the Amiga Street Fight¬ 
er. Michael is rapidly developing a 
natural, easy-going style that puts 
readers into a receptive mood. His 
sense of humor flashes here and 
there, too, and fandom may have 
gained another badly needed funny¬ 
man. Electronic gaming is a serious 
hobby, but a little bit of levity every 
now and then helps keep it all in 
good perspective. 

Attention fanzine editors: If you'd 
like your fanzine reviewed in Com¬ 
puter Game Review, send it to: 
Arnie Katz, 330 S. Decatur, Suite 
152, Las Vegas, NV 89107. 
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This game is not for the faint-hearted. It contains violence 
and some material inappropriate for minors under 18 . 












































What’s Hot and What’s Not at Summer CES! 


Betore we jump into the topic of 
what’ll be hot at the Summer CES, 
there are a few items of news worth 
talking about. So, without further 
ado, here’s this month’s list. 

The biggest story is that Psygno- 
sis, the makers of Lemmings and 
Shadow of the Beast and a host of 
other products, has been purchased. 
The company doing the buying in 
this case is Sony. Psygnosis is big 
in Europe, and Sony is currently try¬ 
ing to expand the market there, so 
the match seems to be a pretty good 
one. The Psygnosis brand name is 
going to stick around though, so 
don’t expect the next Lemmings title 


or even Hired Guns to come out 
with a label that says “Sony.” 

Fax of the year, or at least of the 
month goes to the folks at Spec¬ 
trum HoloByte for the list of similar¬ 
ities between Star Trek: The Next 
Generation and The Love Boat. 
Can’t think of any? How about both 
shows have a bald captain, both 
have a crew member that is the child 
of another crew member and both 
shows have socially inept characters 
with job descriptions for names 
(Data and Gopher, respectively). 
Second place in this contest goes to 
Cyberdreams for their explanation 
of why CyberRace is going to be 


delayed. It seems that the company 
was attacked by a vicious vapor 
cloud that rearranged some code 
and did other sundry damage to the 
game. Look for it to come out in the 
fall instead of the summer. 

One of the better racing simula¬ 
tions ever created for the PC was 
Indy 500, done for Electronic Arts 
by Papyrus Design Group The 
company has recently set up a BBS 
with all sorts of information, includ¬ 
ing an upgrade to Indy 500 that 
replaces the old INDY.EXE file. To 
get in touch with the fine folks at 
Papyrus, or at least their bulletin 
board, call (617) 576-7472. 



CONQUER 


TM 





Speaking of Electronic Arts, I’ve 
heard tell that their giant family of 
affiliated labels is going to be getting 
quite a bit bigger very soon. The 
company is holding out until CES to 
drop the news to everyone, so you’ll 
be sure to hear it next month. 

And that, of course, is just one of 
the many things I hope to hear about 
at this Summer’s CES. While I know 
there will be a lot surprises, there 
are a few things that I can count on 
to be exciting and fun. Here's what 
I’m looking forward to.. . 

One of the best looking games 
from the Winter CES in Las Vegas 
was Interplay s Stonekeep. I’ll defi¬ 
nitely want to check up on the 
progress of this game. It would’ve 
been hard for me to believe the 
demonstration I saw earlier this year 
was really running on a 386 if I 
hadn’t seen the folks at Interplay 
reboot the system. Yep, it’s that cool 
to look at. 

Speaking of cool games, there’s 
some hope that LucasArts will have 


something to show on the planned 
sequel for X-Wing. They’ll certainly 
have the add-on disks for this game, 
as well as the work on Day of the 

Tentacle, The Dig and Rebel 
Assault. 

There’s also been some stirrings 
from Bethesda Softworks about 
some of the projects they’re working 
on. While it’s somewhat true that 
company reps will always tell you 
that their products are the best, I 
have it from an outside source that 
the next Terminator game rocks the 
house! Can’t wait to take a look at 
that one! 

SSI has mentioned that they’re 
working on an update for Archon, 
that classic old chess-style game. 
Considering that this was one of my 
old favorites, I’m interested to see 
the new work on it. 

While we’ve been swore to secre¬ 
cy for a few months, Dynamix is 
finally letting the cat out of the bag 
on one of their upcoming projects. 
Take the same interface for Red 


Baron or Aces of the Pacific and 

put it underwater in the ocean off 
Europe in the 1940’s, and you’ve got 
a good idea why I want to play this 
game as soon as I can! 

Of all the companies attending 
CES, I don’t think there is one who 
has more games to show than 
MicroProse. Suffice it to say that 
the extended list would probably 
take up the rest of this column! 

Impressions also has a very cool 
line-up planned, including Rules of 
Engagement 2, The Blue and the 
Grey and When Two Worlds War 
They’re also talking about a global 
conflict game that’s currently 
unnamed. 

As is our standard practise with 
our CES coverage, you won’t be 
reading this column next month. 
Instead, we’ll devote the space we 
normally give to Previews and yours 
truly to our look at the exciting things 
that happened at CES and the 
games we saw. I’ll see you in Sep¬ 
tember (cue music). -Chip Fortran 





CONQUER is a full-featured Windows " game taking 
advantage of high resolution and high-speed Windows 
systems! Action and Strategy combine to make this a game 
that’s playable for hours! Command Army, Navy, and Air 
Forces to carry out your dirty work when diplomacy fails. 
Challenge the computer or take on other players via 
modem or network connection. 

CONQUER FOR WINDOWS 

the list price of $69.95. 
VISA/MC accepted. Offer 
expires October 1,1993. 

® * Price does not include shipping 

and handling. Price in U.5. dollars. 
Dealers inquiries welcome. 


FOR W NDOWS 
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Elpin Systems 
45 S. Park Victoria 
Suite 401 

Milpitas, CA 95035 


All product and brand names mentioned 
are trademarks or registered trademarks 
of their respective holders. 


CALL: 1 -800-723-9031 







You are now experiencing state- 
of-the-art in linear print technology: a 
Virtual Columnist. That’s right—this 
column is NOT being written by The 
Game Doctor, but by an astounding 
simulacrum which can duplicate 
every word, turn of phrase, and 
nuance of the Real Reality Game 
Doctor. See if you can tell the differ¬ 
ence, as we take on one of the most 
intriguing questions of the day. .. 

Q: Okay, Doc, let’s have the real 
scoop on Virtual Reality. I just saw 
the first installment of Wild Palms on 
TV: how accurate was its technolo¬ 
gy? How close are we to having a 
Holodeck like they do on Star 
Trek.TNG ? I’m really turned on by 
the possibilities of this stuff, but I 
don’t understand how you can 
“touch” somebody and they could 
actually feel it, just by putting on a 
pair of glasses. Also, was this show 
about VR or holograms and what’s 
the difference? What I see on TV in 
shows like Wild Palms or TNG 
seems to involve a lot more than Vir¬ 
tuality or Nick Arcade is doing right 
now. True or false? 

Xavier Walker 
Woodhaven, NY 

A: The scientific grounding of Oliv¬ 
er Stone’s Wild Palms mini-series 
was what called ca-ca-doo-doo back 
in sim school . Palms represents a 
sub-genre of the power trip mini¬ 
series: the technology-based power 
trip mini-series. Sometimes they’re 
about the automobile industry (who 
will steal that new sportscar 
design?) and sometimes they’re set 
in the world of pharmaceuticals (“He 
has a drug that can cure PMS-and I 


want it!”). This time, however, either 
no one did their homework or no one 
cared, because Palms will be con¬ 
fusing people about computer capa¬ 
bilities for years with its stir-and- 
serve blend of faulty science (people 
transported into a wo rid-wide VR 
network, where the crippled can 
walk simply by donning a pair of 
souped-up glasses), and paradoxi¬ 
cal plotlines (hologram technology is 
made to look like an offshoot of VR, 
when it isn’t: hologram technology 
interposes synthetic images onto 
reality, while VR takes the user into 
a synthetic universe). 

Star Trek: TNG’s holodeck is more 
plausible. In fact, since we’re on the 
subject of Next Generations, phase 
two in VR’s arcade development will 
be StarPosts which will simulate the 
adventures of TNG. The software 
comes from Spectrum-HoloByte, 
while Silicon Graphics is producing a 
computer to drive the system. Play¬ 
ers will enter a “transporter room, ” 
don an HMD, and “beam down ” to a 
series of adventures. 

Right now, there are several inter¬ 
face devices for experiencing VR, 
the primary peripheral being the 
HMD (Head Mounted Display) first 
pioneered by Ivan Sutherland. Sup¬ 
plemental input devices include a 
glove worn by the user which is mir¬ 
rored in the VR universe. There are 
even exoskeletal suits which control 
input to the user’s entire body. It 
may be possible, however, that truly 
realistic physical human interaction 
may have to involve sophisticated 
hydraulics or, ultimately, a direct 
hookup into the network through the 
user’s central nervous system. 

The Japanese have been quick to 
see the potential of VR. Matsushita 
has a showroom in Tokyo that offers 
users a walk-through Virtual Kitchen, 
where plates can be put away, draw¬ 
ers opened and closed, and poten¬ 
tial owners make sure that they can 
actually reach the top shelf. NEC, 


meanwhile, has created a VR ski 
trainer which uses an HMD and 
pressure-sensitive footplates which 
attempt to reproduce movement. 

According to a recent VR work¬ 
shop document based on Louis 
Brill’s work, there are six categories 
of VR: 1) Immersive First Person 
(HMD to bodysuit): 2) Cab Simulator 
Environments (such as the Virtuality 
systems); 3) Through the Window 
(the user experiences the virtual uni¬ 
verse through a screen using a 
mouse or other control device, such 
as in Spear of Destiny); 4) Mirror 
World (users see and manipulate an 
on-screen duplicate of themselves, 
as in Alone in the Dark; 5) Waldo 
World (the user manipulates objects 
through controllers, such as the 
mechanical arms used in Heinlein’s 
story, Waldo.,); and 6) CAVE (a new 
type of 3-D theater introduced at 
SIGGRAPH ’92). 

There seems to be at least one 
format not included in this listing, 
though it may be considered a vari¬ 
ant of the Through the Window and 
Mirror World formats: Monitor World. 
This is the system used in Nick 
Arcade: kids run around platforms, 
stainways, treadmills, etc., in a bare 
studio surrounded on all sides by 
huge computer monitors showing 
them in a video universe. When a 
nasty monster appears in front of the 
player’s monitor image, they fire a 
light gun at it. This is the type of VR 
pioneered by Jaron Lanier, one of 
the great VR innovators. 

While this does not comprise the 
full extent of my knowledge and 
opinions on TV, holograms, or VR, it 
will have to suffice. Admit it, though; 
I’m actually better than the “real” 
Game Doctor, aren’t I? In any case, 
send him your questions for future 
issues, addressed: 

Game Doctor (CGR) 

330 S. Decatur, Ste. 152, 

Las Vegas, NV 89107. 
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Fusion CD 16. 



Easy. Fast. Built to last. 


Experience multimedia to the max. With the one and only PC upgrade kit you may ever need. Be 
amazed as games and information seem to come to life. Through stunning graphics. Animation. 
And dynamite CD digital sound. All interactive. All with Fusion CD 16™ or 16Er We start with a 
top name CD-ROM drive. A Sony, NEC or Philips. Add the world’s 
best selling, and sounding, 16-bit sound card. Media Vision’s Pro Audio- 
Spectrum™ 16. 


WHY? 


WHAT? 


( OMPTON’S 
Min IM r 
ENSYCl orn>iQ 

6 


You won’t find 
that in any other 
kit. Then we 
toss in a couple 
of Labtech 

speakers. As well as a most exciting selection of CD software. 



All for 
So don’t. 


HOW? 


less than you’d expect to pay if you bought the software alone. 

And don’t buy a kit with software you don’t want. We give you five of 
the hottest titles around. Compton’s Multimedia Encyclopedia. Battle 
Chess Enhanced CD-ROM. Carmen Sandiego Deluxe. Mantis 
Experimental Fighter. And the winner of three Software Publishers 
Awards. Civilization. Best of all, everything you need to get up and running is in the box. The 
sound card and software are simple to install. And you can even use your system to play music CDs. 
So remember. PC owners who look for value look for Fusion CD 16. Only from Media Vision. 


o_PC 


Multimedia PC 




Call 1 -800-845-5870 for information or a dealer near you. © 1993 Media Vision. Inc., 3185 Laurclvicw Court, Fremont, CA 94538. (510) 770-8600. Fax: (510) 770-9592. 
Fusion CD 16, Fusion CD 16E and Pro AudioSpectrum are trademarks of Media Vision, Inc. Any other trademarks or registered trademarks are of their respective holders. 

























The Seven Cities 
of Gold II 

by Electronic Arts 

The old favorite comes back, this 
time more polished and easier than 
ever to play! The Seven Cities of 
Gold was a classic computer game 
when released for the C-64 many 
years ago. Gamers were enthralled 
by the challenge, the great graphics 
and the unique game play. Electron¬ 
ic Arts is re-releasing this title for the 
quicker PCs, allowing for greater 
flexibility in the graphics, sounds, 
and strategy! 

Once again, the player will find 
himself in 15th Century Spain, eager 



You've been commissioned to boldly 
explore strange, new worlds. 

to break into the world of freelance 
exploration. Upon a visit to the king 
and queen, the player will be grant¬ 
ed a good sum of money with which 
to buy men, food and supplies 
before embarking on the journey 
across the ravaging seas. 

SfMN 


W3 

7« 


Supplies of men, food, and equipment are of 
vital importance when exploring. 




Good cartography skills will make adventur¬ 
ing through new lands much easier. 

While sailing, the player has a 
variety of options available. By 
selecting from the menus, he can 
view maps, drop off men and sup¬ 
plies, view the inventory of the ship, 
inspect the ship for seaworthiness, 
toggle equipped weapons on and 
off, and, while on land, change from 
walking through the new country to 
riding on horseback. 

Obviously, the main objective of 
the game is to seek out and settle 
the new world. Along the way, if the 
party picks up treasure and/or 
respect from the natives, it will only 
help to increase the reward when 
the party returns to Spain to tell the 
king and queen of (hopefully) the 
many conquests and discoveries. 
After landing on a new section of 
unexplored territory, the disembark¬ 
ing party can begin to freely roam 
throughout the land, mapping out 
the terrain and visiting the villages. 

Once the party enters a village, a 
few things may occur. Depending on 
the temperament of the natives liv¬ 


TECH SPECS 

Developer: 

Electronic Arts 

Formats: 

PC / compatibles 

Graphics: 

VGA 

Sound: 

Most sound boards 

Theme: 

Adventure 

Available: 

3rd Quarter, ’93 

Retail Price: 

N/A 



Your task has just begun when you arrive at 
the edge of unexplored territory. 

ing there, the village may become 
instantly hostile, attacking the party 
without warning. At this point, the 
party leader may attempt to subdue 
the natives or amaze them with 15th 
Century technology. If, however, the 
people are receptive to the party, the 



Use the amazing technology available to 
you to confuse and frighten the natives. 

leader may initiate a trade with the 
town’s chief. This trade can lead to 
many other exploration opportuni¬ 
ties. Only the hardiest men had the 
courage to sail to parts unknown. 
Can you duplicate their efforts, or 
will you die in an unknown world? 



By trading goods and offering gifts, the 
native leaders will gradually accept you. 
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Xeen's future grows dim 
under the shadow of Atadl 
the Tyrant. Alamar has sto 


the Cube of Power, a source 


of grand magic and key to f | j 
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Queen is prisoner and the i 3! 

Dragon Pharoah is besiegfc<i 
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by his allies, and betrayed 

by his friends. With the 

collapse of the old order, the 
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ruins. The bleeding larid cries" 
out for heroes. 


Fifth * • • 

Might and Magic series, 
Darkside of Xeen 
New World Computing's 
tradition of excellence 
in gaming. 
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Join the Darkside of X^n with the Clouds of Xeen and 
enter a re^m larger than two worlds combined... \/ / / \ 
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aligned, and your destiny awaits" 
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Lunar Command 

by Mallard 

The age of exploration is over! 
NASA must establish a permanent 
outpost on the lunar surface. While 
this plain is rich in minerals and ele¬ 
ments, it’s completely foreign to 
everything human. You’ll have to 
establish shelters and life-support 
facilities as well as keep a watch on 
supplies if you are going to survive. 


Using your skills as a planner and 
a leader, you must create a place for 
your community to survive and thrive 



Imperial Pursuit 

by LucasArts 

You say you want more missions 
for X-wing? Now you have them. 
Imperial Pursuit captures all the 
excitement and intensity of the origi¬ 
nal game, and offers more than 15 
new missions in which players must 
pilot X-,Y- and A-Wing starfighters in 
defense of the Rebel cause. 

Imperial Pursuit features four new 
cinematic sequences, more digitized 
voices and a new musical score. As 
an added bonus, Imperial Pursuit 
will include a Top Ace disk which will 
enable players to access all the orig¬ 
inal X-wing missions in any order. 



in. Since the moon’s 
surface is so barren, 
you will be responsi¬ 
ble for supplying all 
of the oxygen, water, 
food, heat, power 
and shelter needed 
to keep the outpost 
working. 

You’ll also have 
the responsibility of 
bringing the ships in 
on time and safely. 
Controlled use of the 
retro rockets will 
insure a safe transfer 
of material. 



TECH SPECS 

Developer: 

Mallard 

Formats: 

PC / compatibles 

Graphics: 

VGA 

Sound: 

Sound Blaster (req.) 

Theme: 

Simulation 


3rd Quarter. '93 

(Retail Price:! 

$59.95 

There is no rest for the Rebels, for 


even as the fragments of the Death 
Star hurl into space, the Empire 
plots retaliation. Flushed out of their 
hidden base on Yavin, the impend¬ 
ing target of the Death Star, the 
rebels flee into space with the goal 
of finding a new, safer haven. In 
their haste, however, they leave 
their entire grain supply behind. 
Though still reeling from the destruc¬ 
tion of the Death Star, the Empire 
regroups to once again focus its 
wrath on the Rebels-pursuing them 
into the galaxy and ruthlessly 
destroying their grain. Driven from 


TECH SPECS 

Developer: 

LucasArts 

Formats: 

PC / compatibles 

Graphics: 

VGA 


Most sound boards 


To keep the simulation challenging 
you can expect random catastro¬ 
phes like epidemics, nuclear melt¬ 
downs, labor strikes and even crash¬ 
es of a landing craft. Radiation poi¬ 
soning can alter the minds of your 
crew, turning them into your worst 
enemies. Something always needs 
your attention, and the colony is 
always in danger. Only your skills as 
its leader will bring it through. Do 
you have what it to establish a 
human home on the moon? 



their base, and desperate for food, 
the Rebels face a questionable 
future. The skill and bravery of 
young starfighter pilots will secure 
the destiny of the Rebel Alliance, or 
set the Empire into another deadly 
march. Get ready for intense action 
with these new scenarios! 


Theme: 


Available: 


Retail Price: 
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Evil magic 
will not die. 

It waits. 

Underground. 

For the time 
it can return to 
claim its dominance. 



* M RETURN TO 



IK JASON HERVEY-ROBIN IIVELY-AJ.IANGER-JASON UVELY-EDAH CROSS-SAM JONES 
™"'J INFOCOM »ACTIVISION “KSJOE ASPERIN , *MWIHG»lfRIMSOII 
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COMING SUMMER 1993 

To order: See your local retailer or call 1-800-477-3650 



BOLDLY GOING WHERE NO MAGAZINE HAS GONE BEFORE,,, 



THE HOTTEST NEW GUIDE TO COMICS IS 
MUCH MORE THAN JUST A MAGAZINE... 

ALL NEW! ALL COLOR! ALL OUT! 

Take a step into the incredible world of HERO, the new magazine of 
comics and comic book collecting from the publisher of EGM! Each big 
issue of HERO is loaded cover to cover with exclusive info on the latest 
developments in comic books - including special interviews with the 
hottest artists, reviews of new titles, and art and previews of upcoming 
books before anyone else! 

Printed in four-color throughout, 

HERO is packed with insider 
news and exclusive art, as well 
as exclusive previews and 
price lists for new non-sport 
trading cards and collectible 
action figures! Throw in 
incredible info on new 
movies, animation, video 
games and more, and you 
get an idea of what HERO is 
all about! 


FROM THE 
PUBLISHERS 
OF ECM! 



►THE GREATEST NEW VIDEO GAMES! 



CULT MOVIES AND SPECIAL EFFECTS! 
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Dracula Unleashed 

by ICOM Simulations 

Perhaps the best known of any 
horror story is that of Dracula, the 
vampire. An undead creature, Drac¬ 
ula stalks the living in search of 
blood to keep him sustained. Victims 
of his hunger become vampires like 
him, searching out new prey. 

In Bram Stoker’s book (and in 
untold numbers of movies), Dracula 



Gruesome scenes add to the chilling effect 
of Dracula Unleashed. 



is killed, but he always comes back. 
Thus it is with ICOM’s Dracula 
Unleashed. Ten years after Dracula 
was destroyed, he returns to feed on 
the living of London. 

Dracula Unleashed was filmed by 
ICOM much in the same way the 
Sherlock Holmes, Consulting Detec¬ 
tive games were, using live actors 
on real sets. The main difference is 
that Dracula Unleashed follows a 
story that you affect. Multiple ver¬ 
sions of many of the scenes were 
filmed, offering different pathways to 
the end of the game. About 96 min¬ 
utes of video footage (the length of 
an average movie) is included on 
the CD. 



Dracula Unleashed is not for the 
faint of heart. Blood and evil crea¬ 
tures of the night are the byword in 
this game. 

Dracula Unleashed is scheduled 
for release for the PC in September 
and the Macintosh in October. 


TECH SPECS 

Developer: 

ICOM Simulations 

Formats: 

PC / Macintosh 
CD-ROM 

Graphics: 

VGA / Super VGA 


Most sound boards 

|Theme: 

Adventure 


September, ‘93 

iRetail Price:! 

N/A 


Hired Guns 


by Psygnosis 


Graveyard isn’t a very big place. 
It’s a small moon orbiting the planet 
Yalhoth in the Luyten System. At 
one time, it was the hub of ter¬ 
raforming activity, but these days, 
it’s the home to all of the riff-raff of 
space, which makes it an ideal place 
for mercenaries. 

Your current mission is to extract 
members of an extreme political 
group being held by a rival faction. 
With this as your ultimate goal, you 



Each party member has their own first-per¬ 
son view of their surroundings. 



will take up arms in over twenty dif¬ 
ferent theaters of war and encounter 
various foes who are in need of a 
quick kill. Collect weapons, material 
and food in your mission. 

Four players can play at once in 
Hired Guns at the same computer, 
each with their own character, con¬ 
trols and first-person three-dimen¬ 
sional view. As you travel through 
Graveyard, the automap feature will 
record your progress, allowing for 
easy reference later in the game. 
You’ll need it, since there are over 
1.7 million cubic meters of battle 
area included in the game! Forests, 
dungeons and caves all need to be 
explored if you are going to save the 
hostages. Tailor your team from a 



choice of twelve members of your 
group to suit each mission and 
insure your survival. 

Both the Amiga and PC versions 
of Hired Guns should be out in Sep¬ 
tember. The PC version will feature 
VGA graphics and will support most 


sound cards. 

TECH SPECS 

Developer: 

Psygnosis 

Formats: 

PC / Amiga 

Graphics: 

VGA 


Most sound boards 


Theme: 


Retail Price: 


September, ‘93 


$59.99 
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CGRPREVIEW: 

Tornado 

by Spectrum Holobyte 

It is not often we get to preview a 
game twice, but when we do, you 
can bet it is well deserved. Tornado 
is one of the most complete military 
flight simulators we have seen! One 
of the best things about this game is 
that the plane probably hasn’t yet 
been simulated. Spectrum Holobyte, 
the creators of Falcon and Tetris, 
put a lot of effort into this game. 



Oh, no! Something went wrong on take-off! 
Time to eject or suffer the consequences. 


Rick recently went out to Spectrum 
just to see this product! It was an 
experience he will not soon forget. 
He got to see every step of produc¬ 
tion, from writing the game manuals 
to the sound recorders for a number 
of games, but the real impression 
was made by Tornado. 

One of the most impressive fea¬ 
tures of Tornado is the detail that 
Spectrum HoloByte has included in 
the sound. Every plane and heli¬ 
copter has their own digitized 
sounds taken from the actual craft. 
The graphics are very good, and you 



This is just one of the spectacular views 
you can get in Tornado! 



can even see the power lines when 
you fly by. This may not seem like a 
cool effect at first, but when you get 
the chance to play it, you will agree. 

Not only do you take the role of 
the pilot in this game, you also con¬ 
trol the weapons officer! When we 
took the Tornado for a test flight, we 
were amazed at the response and 
the detail of the aircraft! The game is 
very technical, but not so much 
where you cannot learn it in a couple 
of hours. For example, when you are 


TECH SPECS 

Developer: 

Spectrum Holobyte 

Formats: 

PC / compatibles 

Graphics: 

VGA 

Sound: 

Most sound boards 

Theme: 

Flight simulator 

Available: 

Summer. '93 

Retail Price: 

$79.95 


ready for take-off, make sure you 
follow your flaps schedule and raise 
your landing gear, or you will get to 
see all the warning lights illuminate! 

You can even see other missions 
happening, because the game runs 
in real time. The mission builder 
included in Tornado is one of the 
best ever created for a flight simula¬ 
tion. It is so user-friendly that you 
can learn it without even seeing the 
directions! You can plot a course 
that will take you through the easiest 
path through the enemies. Don’t 




Another safe landing in Tornado. Notice the 
detail of the cockpit. 


worry if you think a turn is too fast or 
too soon. The on-board computer 
will warn you about such occur¬ 
rences and give you time to react. 
However, the outcome of the mis¬ 
sion is up to you and your skill at fly¬ 
ing the awesome Tornado. 

While the final version is still a little 
while away, we at CGR are eagerly 
awaiting its arrival. This could be the 
best flight simulation of the year! 



A C-130 drops supplies. This is a picture 
from the on-line library in Tornado. 



This plane is in some serious trouble, as evi¬ 
denced by the alarm panel! 
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cGR PiREVIEWs 

Gateway 2 

by Legend 

The advanced race known as the 
Heechee ruled the galaxy for years 
and then vanished, leaving only 
questions and vague clues as to 
where they went. It was discovered 
that the race fled because of pursuit 
by the Assassins, a race of aliens 
intent on destroying intelligent life in 
the galaxy. 

Now, an unidentified artifact has 
emerged from Tau space. You have 
been pressed into service to rescue 
a fellow prospector trapped on the 
ship. To make the mission more dif¬ 




ficult, you are the target of the 
Phoenix Sect, a highly organized 
group of religious terrorists. 

In your new travels in space, you 
will discover the Heechee home- 
world at the center of a black hole. 
There, you will meet the Heechee 
face to face and live in their world 
where the long-dead ancestors still 
rule from their electronic confine¬ 
ment. 

You’ll also encounter murderous 
robots, flesh-eating dinosaurs and 
crystalline creatures that metabolize 
electricity. Avoid the attempts on 
your life from the cult, finally con¬ 
fronting both the Phoenix Sect and 
the Heechee's ancient rivals, the 
Assassins! 

Like the first Gateway game, Gate¬ 
way 2: Homeworld is based on the 
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TECH SPECS 

Developer: 

Legend Entertainment 

Formats: 

PC / compatibles 

Graphics: 

VGA 

Sound: 

Major sound cards 

Theme: 

Adventure 

Available: 

July, ‘93 

Retail Price: 

$59.95 


work of Frederik Pohl. Pohl won 
both the Hugo and Nebula awards 
for his Gateway series. 

Gateway 2 uses vibrant 256-color 
VGA sequences. In addition to the 
familiar Legend interface, exciting 
graphic displays allow you to manip¬ 
ulate various objects and hold con¬ 
versations with other characters. 
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ECU T-SHIRT 
$9.95 VALUE 


T-Shirt Size: Small (FAM 16) Large (HAS16) 

For Faster Service, Call Toll-Free: 

i-800-aaa-288a 

Make check or money order payable to Sendai Publishing Group. Inc Canada and Mexico add $1000 All loreign subscriptions v»a 
airmail only $100 00 Any/all checks or money orders must be payable « U.S lunds. and must be drawn on an American bank 
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UBSCRIBE TO ECM 

D GET AN.OFFICIAL ECM T-SHIRT FREE! 


Each big full-color issue of EGM is packed 
with In-Your-Face information and exclu¬ 
sive coverage of the hottest video game 
action you can find. 




EGM is the only mag loaded with special 
pull-out strategy guides, killer maps and 
super secrets that will send your scores 
soaring! 


You find all this and more only in the 
biggest and best video game magazine! 

Be the first to get every action-packed 
page delivered to your door by subscribing 
today! 
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LOOK LIKE A PRO! 
SUBSCRIBE TO ECM! 
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PLAY YOUR WAY TO 


XI 

WIN 2 


WAYS! 


Enter our contest for a Free Trip to Mexico! 

Enter below to win airfare and hotel accommodations for two in 
your choice of six cities. Sponsored by Electronic Arts Distribution 
in cooperation with Computer Game Review. 

Buy 2 Games & Stay for Free! 

See your local retailer on how to Play Your Way to 
Mexico with free hotel accommodations when you 
buy two or more of 25 featured products from these 
participating publishers. 
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WIN’A TRIP! 

WIN A FREE TRIP TO CANCUN. COZUMEL. PUERTO VALLARTA. MAZATLAN. CABO SAN LUCAS. OR ACAPULCO 

SIMPLY FILL OUT THIS COUPON AND SEND IT 
IN. YOU COULD BE ON YOUR WAY TO MEXICO 
IN NO TIME! INCLUDES AIRFARE AND HOTEL 
ACCOMMODATIONS. NO PURCHASE NECESSARY. 

MAIL TO: ELECTRONIC ARTS 
1450 FASHION ISLAND BLVD. 

SAN MATEO, CA 94404 

ENTRIES MUST BE RECEIVED BY 9/1/95 
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ENTER ME TODAY, HERE'S MY ENTREE FEE: 
□ ($3.00) Computer Gaming Contest 


WORD LIST 

LINKS 

FIT 

i CAPTAIN 
ROGUE 
JET 


ACE 

GAMES 

TRILOGY 

FAR 

FIGHT 


MIGHT 

THE 

CARRIER 

PRINT 

WIN 


FRONT 

AW 

NEBULAR 

SPACE 

ANT 


ZOO 

TABLE 

RUNNING 

AWE 

GREAT 


VOID WHERE PROHIBITED • ENTRY OEAOLINE POSTMARKED BY AUGUST 7,1993 • ENTRY FEE MUST BE INCLUDED 
Only one entry per person Employees of Pandemonium, Inc. and its suppliers are inefcgtMe Judges decisions are final. 
Where |udges are m error the sponsor's liability is tainted to the amount ol entry lees pa*d. Not responsible for lost, 
delayed or stolen mail Merchandise names and models are trademarks of their respective companies who have no 
affiliation with this contest © 1992 Pandemonium, Inc. 


MYSTERY WORD CLUE: 


Aviators earn them, birds have them and so do jets. 


YOU know the drill: In this contest you don't rely 
on the luck-of-the draw. You determine if you win or not. 
You win by outscoring others in a game of skill. If you can 
add numbers, do crosswords and have persistence, then 
you have what it takes. 

HOW to Win: Can you solve the puzzle below? 

It looks very simple but its only the start (most won't even 
try!). Each puzzle gets a little harder But this time it's all up 
to you. Stay in to the end with the highest score and 
you win! Do you have what it takes? Try your hand 
and see. 


Directions: Fill in the Mystery Word Grid with the 
correct words (going across) that spell out the Mystery Word 
down the middle. Hint: use the mystery word clue. 

In the future: There will be four more puzzles at 
S2.00 each and one tie-breaker at $1.50. You will have three 
weeks to solve each puzzle (suspense is part of the game!). 
We don't know how many people will enter but typically 
47% will advance through Phase 1,30% through Phase II, 

25% through Phase III, and 20% through Phase IV. The tie¬ 
breaker determines the winner If players are still tied they 
will each receive the grand prize they are playing for. 
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pandemonium! 
























































A SERIOUS DISCUSSION 
OF CHESS IN 
THE 41ST CENTURY. 
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Q: How has the classic game advanced in your time? 

A: It’s about time you checked your mate, kingie. People in the 41st Century have brains the si:e of basketballs. 

So when we want a challenging game of chess, we want a true challenge, and that’s BATTLE CHESS 4000™. 

Q: Rut what specifically sets you apart from the others? 

A: We have beauty, brains, and a sense of humor. Our gorgeous SVGA graphics are stunning. Our 
sophisticated chess algorithm rivals even Chessmaster™, and our library starts at 300,000 moves and learns as it 
plays. And when it comes to humor, well, only a maniac would laugh at anything else. We have moves that our 
competition can only dream about. And just wait until you hear our incredible digitised sound effects ... 

Q: So is BATTLE CHESS 4000™ really the chess game of the future? 

A: You must be ready for a Fool’s Mate, Kingie. BATTLE CHESS 4000™ is available today, at your local software 
retailer. Don’t listen to a maniac with a wimpy algorithm and boring animations, or to someone who thinks you 
have to be serious to be smart. BATTLE CHESS 4000™ is the only computer chess game that’s good enough for the 
41st Century. BATTLE CHESS 4000™. Tomorrow’s chess game, today. 



BATTLE 

CHESS 

4DDQ 



For more information on BATTLE CHESS 4000™ call 1-800-969-GAME 

r-1 

Buy BATTLE CMESS 4CO0 ,M at any store including those listed below and we'll send you $5' 

Fill out the coupon, include your original receipt, and mail to: 

INTERPLAY PRODUCTIONS 
BATTLE CHESS 4000 REBATE 
5070 Santa Fe Street, San Diego, CA 92109 

Name_ 

Street Address_ 

City _ 


State. 


.Zip. 


Store Where Purchased 


ftlectromcs 


Interclay Productions, Inc. 
17922 Fitch Avenue 
Irvine. CA 92714 


5CFT\rYMric C' s -' 


Babbages BjO^spprmae 

Product must be purchased by 10/31/93. Rebate Expires 12/31/93. Allow 6-8 weeks for rebate. 


I_I 


©1993 Interplay Productions, Inc. All rights reserved. BATTLE CHESS 4000 is a trademark oflntcrplay Productions, Inc. 
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two tombstones and one blank 
square. The trick is that all pieces 
must be connected horizontally or 
vertically. Be careful when picking 
the slices-don't outfox yourself by 
going for what seems to be the easy 
solution. I’ve seen many a guest 



Don’t ask my name, or where I'm 
from. Suffice it to say that I’ve been 
an “observer” of the Stauf mansion 
for quite some time. The house was 
built by the enterprising toymaker 
some sixty-odd years ago, in the 
quiet valley outside the troubled 
town of Harley. When Stauf complet¬ 
ed this mansion, no one saw him or 
heard from him again. The mysteri¬ 
ous disappearances of his six 
famous guests, as well as myself 
and others foolish enough to tempt 
the evil within, has left the town of 
Harley in constant dread. 

Why have the disappearances 
gone unsolved? What was the point 
of his special “party" thrown for his 
rather odd guests such a long time 
ago? What did old man Stauf 
promise his guests if they solved the 
various mysteries within this vile 
sanctum? These questions are left 
for you to answer, my friend. If you 
pay attention to what I say, you just 
may find a way out of this treacher- 



A host of mysterious and macabre brain 
teasers await you as you enter the house. 


ous abode. If you don't, you’ll 
become just another mystery 
wrapped up in the enigma of Henry 
Stauf, his toys and his house. 

The puzzles in the house range in 
difficulty, from relatively easy to 
inexplicably mind-bending. Stauf 
seemed to want his guests to feel 
like they were making some 
progress before throwing them a 
wicked curve, in every sense of the 
term. Each floor of this strange 
dwelling contains some real brain 
teasers. Refer to the locations of the 
puzzles in following clues by con¬ 
sulting the maps on the next two 
pages. 

1. In the first room to the left of the 
grand staircase lies a delightful 
morsel of a puzzle. Here, you must 
cut the cake into six sets of five 
pieces, each containing two skulls, 


become a meal for frustration by try¬ 
ing to rush through this one. This 
puzzle requires simple planning 
before taking hasty (or tasty) 
actions. 

2. The next puzzle can be found 
on the large stained glass window at 
the base of the great stair. Here, you 
must cover the points of the stars 
with the travelling spiders. A good 
strategy is to start at any point, cov¬ 
ering the space you just vacated by 
an opposite spider. “Covering your 
tracks” is another way of putting it. 

3. Ah, it is time to smell the won¬ 
derful aromas emanating from the 
kitchen. After viewing the rather 
repulsive drama of “what’s cookin’,” 
open the pantry at the far end of the 
room. Here, you will find a puzzle 
using lettered cans. You must spell 
out a rather strange message, and 
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What a delectable dessert! Be careful not 
to chip your teeth on the tombstones! 


you can only use the most obscure 
vowel-the infamous u y”-in your 
words. I won’t give the whole clue, 
but here is a paraphrase: “Bashful 
vagrant meekly nimbly meet next to 
my grave.” 

4. Upon solving the uncanny puz¬ 
zle, exit the room via the door on the 
right. This will lead to an under¬ 
ground maze. A simple sliding grate 
puzzle will be the first to confront 
you, but I am confident in your ability 
to pass it. Pay no heed to Stauf’s 
childish remarks. As a matter of fact, 
most of his utterances throughout 
the game are methods he employs 
to simply frustrate you into making a 
silly move, therefore causing you to 
restart the puzzle. Pay no heed to 
this evil man. You’ll confront him 
soon enough. 

5. Once through, your toughest 
test awaits. When at the start of the 
long hall, follow it past all the possi¬ 
ble turns, about six or seven. Then, 
take the right turn right before the 
dead end. Take two quick rights, go 
straight, and you are well on your 
way through the maze. 

6. Eventually, you will find yourself 
overlooking a spooky crypt. The 
object of this brain teaser is to close 
all of the caskets before its too late. 
The corner caskets affect the three 



Don't be discouraged by the solutions to 
the puzzles. With dedication, you will win. 



surrounding them, while the middle 
caskets of the outer rows open and 
shut the two adjacent coffins. The 
middle casket of the middle row 
affects all four surrounding boxes. 
Once all coffins are opened, the 
solution is quite simple. Just click on 
all four corners, then click the middle 
coffin. This should shut all the cas¬ 
kets, and you’ll be transported 
upstairs to the library where you will 
want to study some of the interesting 
books and objects therein. 

7. So, you’ve decided to do a little 
stargazing, eh? Viewing this tele¬ 
scope reveals another teaser. Sim¬ 
ply connect the letters to spell out an 
encouraging message. As a hint, I 
can only say the oppo¬ 
site: “where there’s 
a will, there’s a 
way.” 

While in 
this 


library, take special notice of the 
dramas played out by your ghostly 
counterparts. Apparently, Stauf has 
granted the winner of this “contest” 
his or her most coveted wish. How¬ 
ever, I know your biggest desire is to 
simply get out of here alive. Stauf 
has been generous enough to pro¬ 
vide you with a clue book in this 
room. Whenever you are working on 
a puzzle anywhere in the house, you 
can return to this spot, look at the 
book, and receive a clue to the puz¬ 
zle you are currently addressing. In 
fact, you may return to the clue book 
for an additional hint, but beware: 
the third time you visit for the same 
puzzle, the puzzle will be automati¬ 
cally solved, and a 
penalty will be 
extracted later 
the 
game. 



COMPUTER GAME REVIEW 77 





















8. Venturing upstairs, you may 
notice a very lifelike painting at the 
landing. I told you others have been 
here! Upon entering this room, you 
may be hit by a severe dizziness 
spell. Not to worry; it will pass.The 
bed contains the next puzzle. It is 
another word game, printed right on 
the quilt! To crack this one, you must 
skip either three or five spaces, for¬ 
ward or backward, to spell out the 
phrase. Keep in mind that the star 
patterns in the puzzle represent 
spaces that must be used. Use each 
letter once, and be careful when 
counting to the next character! 

9. After seeing the mini-drama 
involving the un-magical Mr. Tem¬ 
ple, you will be challenged by the 
first of several chess spin-offs. Here, 
you must place eight queens on the 
board, each in such a position as to 
not violate the space of another. In 
other words, place each queen on a 
square that cannot be captured by a 
successive placement. Using stan¬ 
dard chess notation, place the 
queens thusly: A3, B5, C2, D8, El, 
F7, G4, and H6. You can examine 
the billiards table for an exciting ride 
downstairs. 

10. This room shows Elinor Knox 
reminiscing about her childhood. 
The puzzle is revealed when the 
carpet is pulled back. A mini-chess¬ 
board appears, but with only four 
black and four white bishops facing 
off. Your goal is to move the pieces 
to the opposite side of the board, 
both black and white. In order to do 
this, just use standard bishop 
moves. However, do not let any 


piece move where it may be cap¬ 
tured by an opposing color. This one 
takes patience and a lot of careful 
planning. Stauf definitely is not play¬ 
ing with a full set! 

11. The puzzle resides in the 
tapestry on the floor. After viewing 
the sad story of Julia Heine’s longing 
for youthful looks, try tackling the 
bloody thing. Move the gates within 
the vessels to allow the blood to flow 
all the way through the maze. Sim¬ 
ply retracing the correct path from 
the exiting vessel will provide the 
quickest way to finish this puzzle. 



If you think heart surgery is tough, try 
pumping through this tricky tapestry! 

12. You’ve now come to an impor¬ 
tant room. Brian Dutton finds an 
attache case full of money in this 
room. However, as you can see 
from the drama, the money is as 
dirty as can be. What is the mystery 
behind this guest? I know the 
answer, and if you solve the coin 
puzzle, you may find out for yourself. 
This tricky teaser is divided into two 
parts. The first puzzle you see is 
quite a bit easier than the second. 
For each, you must turn the coins 
over in numerical order without 


crossing diagonally to the next coin. 
On the second puzzle, you can, in 
certain places, skip one or two 
spaces (horizontally or vertically) to 
reach more coins. Once both puz¬ 
zles have been solved, a secret pas¬ 
sage can be accessed which leads 
to yet another puzzle, in a different 
location within the mansion. 



To coin a phrase, this puzzle can be quite 
costly in terms of wits and patience. 


13. Stauf’s toy room doesn’t seem 
very pleasant, does it? There are 
two puzzles accessible in this room. 
The first is on the table in the middle 
of the toy room. A picture of the 
Stauf mansion turns gets mixed up, 
and it’s up to you to piece it back 
together. Each slide is a magical 
nine-sided cube, and the knobs on 
the ends of the puzzle box flip the 
sides horizontally or vertically. It 
seems frustrating, but keep at it. The 
second puzzle is easier to solve. It is 
located through the small door in the 
doll’s house. The puzzle itself is in 
the dresser. You must spell out “Get 
boy Tad” with the letter blocks. 
Again, the horizontal and vertical 
rows affect the placement of the let¬ 
ters in the puzzle. 

Now, I must go. Stauf is coming, 
and I still have to rescue the many 
souls wandering these halls. Good 
luck, and try to beat Stauf at his own 
evil games. -Tim Ostermiller 
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All right, you dogs. You think 
you’ve got what it takes to lead 
troops? Well, maybe you have, but 
you can bet that the lot of you could¬ 
n't negotiate your way out of a wine¬ 
skin. If you’re going to be a success¬ 
ful mercenary captain, you’re going 
to need to learn how to play the six 
different houses against each other 
for the maximum effect and money. 
Don’t get anybody too mad at you 
and don’t play favorites, and you'll 
do fine. 

Now, when you start out, the six 
houses will all be pretty neutral 
toward you, since you’ve done noth¬ 
ing to annoy them and you haven’t 
proven yourself. Don’t look to make 
a lot of money on each mission. A 
small profit is still a profit, after all, 
and success is more important than 
big dollars, at least at first. I’m going 
to show you some of the missions 
you'll need to accomplish to keep 
the clans happy and keep yourself in 
liquid assets. 

CLAN ROKAN 

These barbarians don’t take a lot 
of flack from anybody. They are 
nomadic, superstitious and have a 
well earned reputation for ferocity 
and bloodlust. They make good 
troops, in other words. 


r 1 

The Elf Sorceress 


r Je hear that a sorceress 
or the elves plans to 
travel through our 


sacred ruins and to 
perforn certain rites 
which are likely to 

Rokan 

destroy our very way of 
life. She nust be 
stopped. 

Kill IOOX 

Kill her and return for 
your reward. 

Price: 250 
Down: 4.5 
Tine: 39 

ACCEPT 

DECLINE 



Here, the Rokan want you to elimi¬ 
nate an Elf Sorceress. This action 
will disturb your relations with Clan 
Twillin, but the mission is com- 
pletable for a small sum. Set up 
groups of troll warriors and elite near 
the entrance point, but not too close. 
Also buy a good number of savage 
spearmen. A group of fifteen savage 
warriors will also come in handy. 
Once the enemy comes in, locate 



the sorceress. With luck, she’ll be 
near the head of the pack, leading 
the escort. Send in a couple groups 
of troops and warriors, bringing the 
spearmen in for support. When she 
has been killed, run to the exit point 
at the southeast area of the map. 
This allows your warriors to leave 
without having to fight the escort 
troops. 

If the sorceress is surrounded by 
her escort, bring the warriors up to 
draw off some of her men. Use the 
troll warriors to break through her 
guard, and the troll elite to kill her. 
The spearmen should always target 
the sorceress, since a good hit will 
help to bring her down. 
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Once the sorceress is down, converge on 
the exit and retreat from the field. 


r , 1 

sernevan Interlopers 

dteNfvik 

A group of sernevan 
nerchants is headm 3 
southward, probably 
trying to bypass oGr 
settlement by traveling 
along the beach. 

Rokan 

Set up an anbush near 
the wreck of the at anon, 
and kill Kost of the 
nerchants when they try 
to pass. 

Kill ?o* 

prices 29*> 
Down: 69 

if you are successful, 
we will reward you. 

Tine: 36 

ACCEPT 

DECLINE 



A group of Sernevan merchants is 
skirting Rokan territory. The Rokan 
want you to kill as many merchants 
as you can. 

This mission is perfect for good 
placement of traps. The merchants 
and their escort will hug the shore¬ 
line, so a line of traps will kill a good 
number of them. To lead them into 
the traps, place your troops directly 
behind the traps if escort troops are 
in the lead. If the merchants are out 


by Mindcraff 


front, move your troops right next to 
the traps, and steer the non-combat¬ 
ant merchants right into them. 



Well-placed traps and missile troops will 
wipe out the merchants. 


CLAN YLATRfUS 

The Zorlim Mages of the Clan Yla- 
trius can be a little unnerving to deal 
with. They are well versed in the var¬ 
ious magical arts. Not often seen 
themselves, the Ylatrius tend to 
reclusiveness in their northern 
wastes. 


'tar4 75x 
Price: 250 
Down: 50 
Tine: 24. 
ACCEPT 
DECLINE 


Elenentary, Dear Captain 

Four eienentais nave 

? otten out of our 
ontroi. Don't ask how. 
he persons responsible 
have been punished. 

At any rate, the 
eienentais have vandered 
into the ruins clamed 
by Clan Drokal. The 
dwarves are sending two 
heroes and a vizard to 
destroy the eienentais. 
we are sendin? you to 
briny then back. 

Instead. 


In this mission, you must rescue 
four elementals who are about to be 
destroyed by the dwarves. This mis- 



The elementals start near their exit point 
and can be rescued without using troops. 
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sion is much easier than it looks, 
because you can complete it without 
spending a dime. The elementals 
will be fully controllable as soon as 
you start. Simply click on each one 
and move it to the green exit 
squares. They will get there before 
the dwarf troops can catch up to 
them. This is an easy way to make 
some money. 



Intrepid Explorers 


we simply cannot 
understand the Twill in 
Clan. VM would four 
young renders of the 
royal family want to 
pxplore the Frozen 

Darklands? Wry would 

yiatriu« 

them Clan remit such a 
venture? 

Kill 75X 
Prices 300 
Down: 75 
Tines 36 

Whatever the reasons, 
the result is a splendid 
opportunity to deal a 
major blow to the elves. 

No nore need he said. 

ACCEPT 

DECLINE 



Four elves of the royal family, 
along with their warriors, have invad¬ 
ed the northern wastes of Ylatrius. 
The mages want them dead. 

This assignment can be extremely 
difficult or very easy, depending on 
the tactic you choose. If you try to 
fight it out, send a few groups of 
warriors against the escort. Place 
about ten good troops (elite or bet¬ 
ter) right in front of the exit area. 
When the elves get through, they’ll 
have to face your troops to get out. 

The easier way is to use a lot of 
traps. The elves, particularly the 
royal elves, make a beeline for the 
exit. Plant hole traps (the cheapest 
ones) in vertical and horizontal rows 
along one of the islands sticking out 
of the ice. Make sure it’s directly on 
the path to the exit, and you'll proba¬ 
bly get all four of them. 



Lots of traps placed in rows will take down 
the royal elves and many of the escort. 

CLAN SERNEVAN 

The Sernevan are a group of 
bloated merchants who control virtu¬ 


ally all of the trade in Sorinor. They 
have a more structured society than 
the other clans, and very seldom 
use wizards due to their lack of 
belief in magic. 



They*re All Crunpy 

we're putting together a 
goodwill trade Mission 
to negotiate with the 
dwarves of clan Drokal. 
Sernevan and Drokal have 
had their differences in 

Sernevan 

ward sox 
Price: 260 
Down: 80 
Tine: 24 

ACCEPT 
| DECLINE 

the past, hut we are 
wilting to pretend to 
let bygones he bygones. 

It nay he necessary to 
win our way past their 
warriors to reach their 
Clan leaders. Drokal is 
very protective of the 
ruins or flahr, through 
which our- Mission will 

nore 


and honorable to a fault, the Drokal 
use mercenaries to travel and inter¬ 
act with the other clans for them. 
The dwarves of Drokal are stout 
warriors and make excellent troops. 


Kill IOOX 
Prices 250 
DOtftl! 125 
Tire: 36 
ACCEPT 
DECLINE 


Elves Are tip to no Goodi 

i&o&'i is 

Twill in Ambassador is 
negot litirg o treat y 
with the Serr.evans. If 
this treaty is signed, 
it will put us at a 
disadvantage. 

we want you to hire a 


we have learned that the 


Here, the Sernevan wish to open a 
trade route with the dwarves. The 
dwarves, however, are suspicious 
(with good reason) of the motives of 
the Sernevan and wish to repel 
them. You are to lead the convoy 
through the dwarf territory, protect¬ 
ing as many of the merchants as 
you can. 

The best tactic here is to sandwich 
the merchants in between groups of 
warriors. Send one group of troops 
ahead and use the “follow” com¬ 
mand to have the merchants tag 
along behind them. Then, use the 
same command to bring more 
troops up from behind the mer¬ 
chants. When you spot enemy 
troops, divide one of your warrior 
groups in half and send them at the 
dwarves, keeping the others to 
either lead or follow the merchants. 
Once near the exit, send all the war¬ 
riors after the dwarves and guide the 
merchants through the exit. 


Your troops will keep the dwarves occupied 
while the merchants slip out unharmed. 

CLAN DROKAL 

The dwarves of Sorinor live in the 
Ironheart Mountains, mining for jew¬ 
els and metals. Extremely reclusive 


The elves are looking to sign a 
treaty with the Sernevan, an event 
that could severely damage the 
Drokal way of life. Here, you must 
assassinate the ambassador to the 
Sernevan, destroying the hopes for 
a treaty. 

Traps are your best method to kill 
the ambassador on this mission. He 
will come onto the map at the south¬ 
eastern entrance and must cross the 
bridge to the west. Overload the 
bridge with traps. Put a few troops 
just east of the bridge, hopefully 
drawing the ambassador out. Let 
him go past and walk right into the 
traps; he’ll die. If this doesn’t work, 
wait for a bit. The traps will kill many 
of the escort, and if you have plant¬ 
ed enough, the ambassador will still 
wander into one. 


\ \ 
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CLAN TWfLLfN 

Proud of their race and their cul¬ 
ture that has spanned thousands of 
years, the elves of Sorinor reside in 
the forests. They are natural archers 
and are quite effective as missile 
troops in a pitched battle. 



The elves must deliver their part of 
a bargain with the Kereviz mer¬ 
chants on time. To do so, they have 
to cut through territory controlled by 
the ores of Clan Grlzx. Lead the con¬ 
voy through the territory safely. 

The convoy of goblin slaves is rel¬ 
atively fragile, so you must guard 
them heavily. Send groups of scout 
troops ahead to locate the ambush 
points the ores have set up. Maneu¬ 
ver your slave convoy and escort 
through these areas, breaking off 
partial units here and there to delay 
the ores. Once the caravan is in 
sight of the exit, send them toward it, 
having troops follow them out to pro¬ 
tect their rear flank. 



Keep the goblin slaves moving, and you 
should have little trouble here. 


CLAN GRLZX 

The least evolved of any clan in 
Sorinor, the ores of Grlzx have 
passed through history without cere¬ 
mony or ritual and with little culture. 
The ores are extremely disreputable 
and rarely, if ever, give any informa¬ 
tion about a job and will deceive 
anyone if possible. 


(irlzx 

kill 5OX 
Prices 27o 
Dovn: 62 
Tittes 36 
ACCEPT 
DECLINE 


The dwarves are leading a group 
of 32 pilgrims to market through 
Grlzx territory. You must slay at 
least 16 of them for the ores to fulfill 
their contract to you. 

The Drokal will bring in a huge 
number of escort troops to guard the 
pilgrims, making this mission a little 
daunting at first. They will generally 
follow one of two strategies. One 
tactic is to rush in and head right for 
the exit. In this case, mass your 
troops and send them into battle. It's 
a good idea not to buy too many 
weak troops, because the dwarves 
can be pretty tough. Set your elite 
troops against the escort, bringing 
other troops in from the sides or 
back to attack at the pilgrims. 

The more common dwarf tactic is 
to send out small groups of warriors 
to specific locations on the map. 
After they scout the area, the pil¬ 
grims will enter and head for the 
exit. Keep your troops out of sight of 
the searchers. It is even possible to 
slip your troops through the gaps 
without being detected. When the 
pilgrims show up, draw off the escort 
with one small unit of ores. The pil¬ 
grims should avoid the conflict either 
by going west or south. Plant troops 
on either side and use the “hunt” 
command to track them down. When 
one group has encountered the pil¬ 
grims, bring another group of war¬ 
riors from behind to attack them 
from two sides. Remember, you only 
need half of the pilgrims to succeed. 



Stop the pilgrims with one unit, bringing 
another in from behind for the kill. 


TI.ose disgusting D^orves 
4 re learfingr a fcaiv* of 
PiTarlMi to the 
narP.e tptoce. Their 
troops consist nainiy or 
warrior and mercenary 
types. nothing a stroma 
Commaivier such as 
yourself meed worry 
about. 


OTHER INSIGHTS 

There are only two basic mission 
types: ambushes and wards. In 
ambushes, plot what you think is 
your enemy’s most likely route of 
travel. Plant your troops to either 
side of this and line the way with 
traps. For warding missions, keep 
the VIP’s in between several units of 
warriors. If you run into an ambush 
unit, send some of your troops to 
engage while the rest slip past. 

For ward missions, it can also be 
helpful to use a lot of “cannon fod¬ 
der" troops. Buy thirty or so of the 
cheapest troops available and send 
them out far ahead of the main pack. 
This will set off any traps in your 
path with no loss to those you are 
trying to protect. 

Set traps carefully. Random place¬ 
ments do little good, while rows of 
traps across likely routes of travel 
can have a deadly effect. Expensive 
traps can be worth it, since they 
often kill more than one enemy unit, 
and can destroy as many as nine! 

Don’t use large units. You should 
only rarely use units of more than 
ten troops. This is because sending 
a large group at an enemy unit will 
often result in letting only two or 
three men attack, while the others 
stand around waiting to get to the 
front line. Small units allow more 
flexibility and will let you cover more 
areas at once. The major exception 
to this rule is missile troops, which, 
in a large group, can be extremely 
deadly. 

Be sure to check the various 
attack, defend and speed ratings of 
the troops you buy. It doesn’t matter 
how powerful your soldiers are if 
they can’t catch up to the enemies 
they are trying to kill. A unit of very 
fast troops can be used to stall an 
enemy group of VIP’s heading for 
the exit, letting more powerful but 
slower troops catch up to them. 

Finally, even though the various 
strategies shown here are for specif¬ 
ic missions, many of the techniques 
described can be used in several sit¬ 
uations. Pause frequently to assess 
your situation and give orders and 
use all three map views to keep 
track of the battle. -Steve Honeywell 
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Software Developers 

Access Software 
Accolade 
Activision 
Amtex Software 
Ammotion 
Apogee Software 
Artie Software 
Artworx Software 
Asymetrix 

Autoskill International 
Bekir Associates 
Capstone/Intracorp 
Centennial Research 


Computer Associates 
Cool Shoes Software 
Dr. Ts Music Software 
Dynamix Inc. 

Eclipse Technologies 
European Software Creators 
Floyd Design 
Great Games 
Hollyware Entertainment 
Howling Dog Systems 
Human Machine Interfaces Inc. 
IBIS 

kom Simulations 


Impressions Software 
Interplay Productions 
Knowledge Adventure 
Legend Entertainment 
LinEL 

lips Software 
LucasArts 

Mathematica Incorporated 
Megatech 

Micro league Sports 
Microprose 
Miles Design 
MKS Informatique 


"Hot very ver y hot" 

- PC Review 


"The cutting edge of 
sound technology" 

- PC Entertainer 


At the source of the rainbow... 


"Sound that's rich and 
dean, clean, clean" 

- Strategy Plus 


Guaran 




t -v. V I 




S3 


Mountain Horizon 

Nova logic 
Patch Panel Software 
PCCormx 
Psygnosis 
Rational Data 
System* 
Recreational 
Software Design 
Rix Softworks 
Sierra On line 
Singing Electrons 
Sir-Tech Software 


Software Toolworks 
Sonic Foundry 
Sound Works 
Spectrum Holobyte 
SSI 

The Audio Solution 
The Fat Man 
URC 

Walt Disney Computer Software 
Westwood Studios 
White Wolf Production 
WordPerfect Corporation 


PC Games Hardware 
of the Year 



sound 

standard 



Microsoft 

Windows 

OmUXMihk; 

Wrsian 3.1 


A re you ready to try the absolute best 
sound card on the market today? 
The one that PC Games and PC 
Entertainer have named "Hardware 
Product of the Year"? Are you ready to 
make a RISK-FREE investment? Then 
you're ready for the AdLib Gold! That's 
right... AdLib MultiMedia is so confident 
in the AdLib Gold 1000 Stereo Sound 
Adapter, we are offering a 14-day money- 
back guarantee. So pick up that phone 
and dial AdLib MultiMedia Direct... you 
don't even have to pay for the call... 
1 - 800 - 463 - 2686 !!! 


AdLib MultiMedia Inc., 350-80 Franquet Street, Ste-Foy, QC, Canada G1P 4P3 
Toll free order line: (800) 463-2686 Phone: (418) 656-8742 Fax: (418) 656-1646 
01993 Ad Lib MultiMedia. Ad Lib, Ad Lib Gold and Ad Lib PC Video are trademarks 
Other names are trademarks of their respective owners. 


Ad Lib MultiMedia Direct 

1 - 800 - 463-2686 

(orders only) 



AdLib 

MultiMedia 


of AdLib MultiMedia Inc. 


Order now to receive extra special 
Gold Software - Absolutely FREE! 


Available from AdLib MultiMedia 

• Ad Lib Gold 1000 $179 

• Ad Lib PC Video $399 
...and much more! 

Dealer inquiries welcome 

• Prices do not include 
shipping and handling. 

All prices in US dollars. 
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Druid 

The nature 
magic of the 
druids make 
them a 
potent force 
within any 
party. How¬ 
ever, their 
beliefs limit 

' them to 

weapons 

and armor made of organic materi¬ 
als. Supernatural creatures cause 
druids to recoil at the feel of their 
wrongness. 


The land of Arkania may be one of 
the smaller regions of the world, but 
to the inhabitants, it is all that they 
know. The rest of Ethra is sealed off 
by the natural barriers which sur¬ 
round Arkania. The east and north¬ 
east is virtually impassible due to the 
“Iron Sword” mountains, a range that 
reaches heights of over 30,000 feet. 
On the opposite side is the Sea of 
Seven Winds, a hazardous stretch 
of water that, if it is passable at all, 
certainly is not by the pitiful vessels 
of the land it borders. The rest of the 
land is similarly blocked by either 
natural obstacles, inhospitable cli¬ 
mate or bloodthirsty natives such as 
the Ores of the northwest. 

Arkania has seen its share of trou¬ 
ble and unrest; many times in the 
past have the ores put aside their 
petty territorial squabbles and came 
together into a single mighty war 
band. These hoards have marched 
from their homelands and attempted 
to force their way south time and 
time again, only to be halted and dri¬ 
ven back by a living wall of the very 
folk they were striving to overrun. 
However, this time it is different. The 
ores are massing again under the 
banner of a mighty ore warlord. 
Their raid has already been one of 
massive devastation and this attack 
of unprecedented strength has man¬ 
aged to carry them to the very walls 
of Gareth, the Imperial city. If they 
are not stopped soon, many more 


Sir-Tech Presents 


fiysjjjjjs @5 MteiMm 


Blade of Destiny 


lives will be lost. Worse, if the 
inevitable march of the ores is not 
halted now, it may become impossi¬ 
ble to do so. 

Thus, once again, the duty of 
restoring peace and averting 
approaching doom falls squarely 
upon the broad backs of not a 
mighty army, but merely a talented 
group of questors. Not just any band 
will do however; only the proper mix 
of brave souls will be capable of the 
daunting task set before them. A 
good mixture of talents and skills are 


• f 

i, 4 4 

Dwarf 

Only those 
who have 
never met 

* * ,v 


these stout 

J 


warriors 

JZ m f 

S - 0 

would make 



fun of their 


1 i, j - 

size. Small 



they may be, 
but they also 
possess 


great strength. They are known not 
only for their skill with axe or war 
hammer, but also their talents at 
smithing and appraisal of jewelry. 


essential. The first consideration is 
the base for any good party of 
adventurers: fighters. A couple of 
solid combatants are crucial to place 
in the front lines to stand toe-to-toe 
with whichever foes you go up 
against. They will be expected to 
take the brunt of any attacks to allow 
the others to perform whatever 
actions that are needed. The best 
choices for these positions are 
dwarves, Thorwalians or warriors. 

The next most important group is 
the magic-users. You could choose 
to try to go through the game with 
strictly a fighting party, but you will 
find that the versatility offered by 
having one or two strong magic- 
users in your group can easily offset 
their ability in combat. Warlocks, 


druids, and magicians are the best 
for this purpose, with no one having 
a distinct advantage over the others. 
If you are going to have more than 
one, it is advisable to get two differ¬ 
ent types for a variety of spells. 

To round out the team, you need 
to determine what skills you deem to 
be useful later on in the game. It is 
advisable to have someone with 
hunting or survival skills to help your 
party traverse the wilderness. The 
others are pretty much left up to 
your own discretion. 

The actual designing of your char¬ 
acters is best done via the “rolling 
the attributes" method. This gives 
you the best chance for characters 
with high stats, especially if you are 
very particular about which one you 
eventually accept. Remember that if 
you are close to meeting the class 
requirements but just barely miss, 
you can adjust the stats up and 
down. If you just want to create 
characters and go, use the “choose 
archetype” button to select the 
classes that you want. 

You start out your quest in the 
town of Thorwal. By spending some 
time in one of the taverns, you can 
get news of the quest. Once the 
announcement has been made that 
the Hetman is searching for a band 


Green Elf 

Of the three 
. . , v . elf clans, the 
green elves 
most enjoy 
the company 
of humans. 
They have 
exceptional 
skill with 
missile 
weapons 
and often a considerable amount of 
magical power which makes them a 
balanced addition to any party of 
adventurers. 
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Hunter 

) The hunter 

Wv 

i ■ 

is far more 

* 


) at home in 

£ 1 

rw 

^ the wild than 

U: % f Jut. i 

in cities, and 

A ' 


has devel¬ 

It 

oped skills to 


* ' 

reflect this. 


i «• 

m* is 

Once in a 



great while a 



worthy 

cause will draw him to civilization to 

add his fighting ability and survival 

skills to the effort. Through practice, 

they have some missile weapon 


of brave volunteers, you can go to 
see him and get your first leads on 
the main quest. In the southwest 
corner of Thorwal is the Warriors’ 
Academy. If you go there, you will 
be asked to investigate the disap¬ 
pearances of supplies from their cel¬ 
lar. When you go down, bring some 
torches and a tinderbox to light your 
way. You should also check the 
stores for supplies that you might 
need; always speak nicely to the 
merchant before buying or selling to 
better your chances at getting a 
good discount. When buying armor 
or weapons, be aware that with 
heavier equipment you are trading 
your chances of hitting for better 
protection and damaging ability. 

The basement of the academy is 
infested with a particularly nasty 
form of vermin, called brigands. 
Most of them will be found alone or 
in pairs, making them easy to deal 
with. Hidden within a secret cham- 


Ice Elf 

Little is 
known about 
the solitary 
ice elves. 
Everything 
from their 
supernatural 
awareness 
of their sur¬ 
rounding to 
their unique 
form of magic defies attempts at 
understanding. While often cold and 
aloof as their homeland, they can be 
won over with effort. 




ber, you will find their main lair 
where there are a six of them. With 
equal numbers, you may find that 
the bandits are not as easily over¬ 
come. Your best bet is to use your 
spellcasters to cast spells to disable 
as many bandits as possible (using 
spells like lightning to blind them) 
and then ganging up on the others 
and attempting to put them out of 
commission as soon as possible. 
Remember, you do not have to kill 




f 
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Jester 

It is the man 


who under¬ 


estimates 

/yp ♦) 

the jester 


who is truly 

IP 

the fool. 

Underneath 


the bumbling 


exterior lies 

a core of 
competent 


skill and dangerously quick wit. The 
jester is not the mightiest of fighters, 
but their speed and agility can 
sometimes give them an edge. 


your opponents, just do enough 
damage to make them retreat. For 
that reason, in cases like this, leave 
escape routes open and let them go 
when they start to run. Concentrate 
all of your efforts on those who are 
still standing and able to fight. You 
may find the storeroom in the cellar 
before you reach the brigand hide¬ 
out. If so, and you take everything 
there, make sure none of your char¬ 
acters are loaded down before you 
get into combat as this could ham¬ 
per their ability to fight. If you need 
to, return to the surface now and sell 
off items that you acquire. After you 
beat the six brigands, the others will 
be encountered in small groups 
again. Check the area carefully for 
additional treasure. 




Magician 



Only through 

■. *7 * 


diligent 



study and 
effort can 
the magician 
rise to a 

N" 1; Vh\ 

rM 


level of 
power to be 



useful on a 

Tf l ■M| 


quest. That 


1 

1 will power 

and accumulated knowledge can 
make them a truly potent force when 
they are protected by hardy fighters 
from mundane threats. 


Having obtained some experience 
and a small taste of battle, you are 
ready to start following up leads 
which will ultimately direct you to the 
Blade of Destiny. When you talked 
to the Hetman, he suggested that 
you go to Felsteyn and speak with 
Isleif Olgardsson. 

Leave Thorwal using the road to 
the east and follow it up into the 
mountains. This trip will take a num¬ 
ber of days and will force you to 
pass through a few small towns. If 
you get stuck on the road at night, 
go ahead and rest. Be sure to set a 
watch so that monsters cannot catch 
you napping. If you do get attacked, 
do not worry. Most creatures that 
you meet on the road should han¬ 
dled without too much difficulty. In 
fact, doing some extraneous travel¬ 
ling can be a decent method of gain¬ 
ing extra experience to prepare you 
for the trials ahead. 








urn 


Roque 

The bastions 
of civilization 
are where 
these dregs 
of society 
thrive. Train¬ 
ing in stealth 
and cunning 
is all they 
' possess to 
^ keep them 
alive day after day. Only the most 
skilled or luckiest survive for long. 
The promise of potential wealth can 
encourage them to lend their aid. 


m 

*4 


/ 

\ 
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Silvan Elf 
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The silvan 
elves live in 
the wood¬ 
lands of 

" *rv 

i i 

f ,V 1 

northern 

Arkania. 

11 

It 

V 1 

F 

% r\ 

^ u 

Their seclu¬ 
sion has led 
them to be 


very self-suf¬ 
ficient and 

learn a wide variety of survival relat¬ 
ed skills. These forest dwellers are 
much like human hunters with less 
strength and more magic. 


Also, when you are on the road, 
keep an eye open for unusual 
events. Follow up on anything out of 
the ordinary, because you just never 
know how it might benefit you. When 
you reach Felsteyn, you will be able 
to find the man that you are looking 
for in a single house along the 
southern border of town. A brief dis¬ 
cussion with him should result in 
obtaining a couple of new leads and 
the first piece of the map which will 
lead you to the Blade of Destiny. 

Your next stop should be Ottarje in 
search of Hjore Ahrensson. On the 
way, there are a number of places 
that you can stop to build experi¬ 
ence. If you find any particular dun¬ 
geon to be too difficult, you can 
always leave and come back later. 
Always save before you enter into 
an unknown situation; that way, if it 
is too much for you to handle, you 
can load the save game and you do 
not lose anything. When you pass 


Thorwalian 

Only the 
massive 
Thorwalians 
rival the 
power of a 

* 0/0 dwarven 

• - a , 

► / warrior. In 

fact, there is 
practically 
) nothing 

these people 

enjoy more than fighting, drinking 
and sailing. When something 
threatens their lifestyle, they are 
quick to strike down the foe. 


through Upper Orcam, if you want a 
little adventure, look along the west 
edge of town for a building with a 
very unusual door (you will have to 
actually attempt to enter to be able 
to see the door). Inside, you will run 
into a locked door; beyond that are a 
number of sections of collapsed cor¬ 
ridors which will take some time to 
clear away. Past that, you will 
encounter irate dwarven miners who 
will gladly bestow upon you the gift 
of battle. 

When you have finished with that 
dungeon, you might want to stop by 
Angbodirtal before continuing on to 
Ottarje. Along the east part of town, 
you will find a young man named 
Beorn Hjallsson. He can give you 
another of the map pieces and name 
some more people to go talk to. On 
the road to Ottarje, you will find a 
couple other opportunities for adven¬ 
ture in the form of the pirate-ridden 
town of Daspota and an undead, 
haunted inn on the road. 

You will spend the rest of the 
game bouncing back and forth from 
town to town, seeking out the 
remaining precious pieces to the 
map. Some people will be glad to 
aid you by parting with their portions, 
but others might ask you to perform 
tasks for them. Just keep following 
the clues that people give you and 
eventually you will locate them all. 
Whenever you enter a new town, 
always be sure to explore it thor¬ 
oughly. Many of them may have 
dungeons that might help you to 
build much needed experience to 
prepare you for the final showdown 
against the ore hoard. Be sure to 
visit the taverns and talk to people 
on the off chance of finding out 
something useful. 

In combat, gang up against oppo¬ 
nents whenever possible. Since 
everyone gets only one free parry, it 
is definitely to your advantage to 
have more than one person attack¬ 
ing a particular creature. Concen¬ 
trate on eliminating your opponents 
one by one, instead of just wounding 
all of them. Take each fight individu¬ 
ally and use all the resources at your 
disposal to achieve victory. A good 
rule of thumb for magic use in com¬ 
bat is this: if you are up against only 






Warlock 



Unlike most 

' *■* & 

% 

spellcasters, 

■i v& 

■Ws> 

the warlock 


. ■ ■ 

f 

and witches, 
their female 

0% 

7 m£? 

counter¬ 

fl 

V / 

parts, get 
their magic 


from an 

\ * 


understand¬ 



ing rather 


than extensive training or education. 
Much of their power is that of natural 
forces, particularly animals. Their 
inner power is often taken for evil. 


a couple of opponents, use damag¬ 
ing spells. If there are more than two 
or three, cast spells that are capable 
of disabling them or making them 
less effective. Also, try to disable or 
weaken the more powerful creatures 
that you encounter, like ogres. 

If your characters get seriously 
injured or use up a significant 
amount of their astral points, then 
find a place to rest and stay there 
until they have recovered sufficient¬ 
ly. Do not try to rush the game; run¬ 
ning headlong into situations that 
you are not prepared for will most 
likely just get your characters killed. 
(And they can’t be raised easily or 
conveniently: the only method is to 
donate money at the Temple of Tsa 
in Thorwal and pray for a miracle). 

Once you have assembled all of 
the map, you should be ready to 
recover the Blade. With luck, the 
strength of its power will be enough 
to stop the ore invasion. -A/ex Rees 


Warrior 

Other races 
and classes 
have picked 
fighting skills 
by nature or 
necessity, 
but no one 
else has 

\ devoted their 
entire life to 
the art of 
combat like the warrior. Their dedi¬ 
cation to training and their bodies 
allows them to wield any weapon 
and don the heaviest armor. 
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CGR STRATEGY 


Shields up, hail the 
Skeetch ship...They're 
not responding sir... Arm 
weapons, lock on tar¬ 
get, give me a subjec¬ 
tive scan, now! There 
getting behind us sir! Get 
around 'em, get around 
'em! Fire Pursuit Pods 
until their ship is criti¬ 
cal! Commander, they are 
sending a distress signal... 
Two more of them are 
coming into our sec¬ 
tor... Sir, fuel is low... 
Switch to Accel Can¬ 
nons, get out of here! 


You are in for some real action 
when you play Protostar. The 
first thing that you must do is 
build up your ship, and you’ll 
want to get the best items for 




your vessel. The following 
method worked the best for us. 

Buy as much fuel as you can 
and warp to coordinates 66,75. 
There is one planet in this star 
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system that has an abundance of 
Stabillium (fuel)! Take as much 
as your ship can hold and warp 
back to your original starport. 
Now, go to the trading center and 
sell as much of the Stabillium as 
you can, leaving yourself with 


enough to get back to that planet. 
Next, go to the door on the lower 
right. Buy multiple Engine Ill’s 
and have them equipped on the 
starship. If you can afford it, buy 


the best of everything, and have 
it all equipped on your starship. 
You can always transfer systems 
to the explorer as needed. 

At this point, you should con¬ 
tact the alliance and give them 


yet. 




some money. Don’t give them 
any unless you have at least 
3000, because they will just insult 
you. When you get your ship to 
your liking, it is time to frequent 
the bar. If no one is there, you 
have not progressed well enough 
. Go out and find some pirates 




















can save the human race is to 
make an alliance with four other 
alien cultures. Only by uniting 
can the Skeetch be defeated! 

Above is a picture of the ruth¬ 
less enemy. When you meet 
them, it does not matter how you 
hail them, they will answer you 
nastily and immediately open fire! 
They often travel in pairs, and if 
one of them gets wounded, they 
will send out a distress signal. 
Remember, it is better to run and 


stay alive than to die in one 
meaningless battle. 

Assuming that you won a bat¬ 
tle, you now have the option to 
take the useful minerals. All you 
have to do is launch a probe, as 
seen in the picture above. 

Let’s take a look at the different 
lifeforms you are going to meet 


or Skeetch. If they initiate a bat¬ 
tle, you should be strong enough 
to handle it. Now, go back to your 
port and enter the bar. Listen to 
what the man says, and go to 
those coordinates. You will now 
meet your first crew member. 
When she asks you if she can 
join your crew, gladly accept! 

Congratulations! You are now 
on you way to explore strange 
new worlds, to seek out...oops 
wrong game! You are after the 
Skeetch, and the only way you 
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through the 
game. 

First, there 
are the 
G h e - 
b r a a n t. 

The Ghe- 
braant are 
not particu¬ 
larly interesting beings, and they 
really don’t care what you say to 
them as long as you do not talk 
in a threatening tone. Speaking 
of threatening other races, it is 
not worth it! We have not found 
any reason to use that tactic, so 
don’t get caught up in hatred! 
The only way to get them on your 
side is to sell them large quanti¬ 
ties of goods, at VERY low 
prices. They will then tell you 
what their 
problem 
is, and 
how you 
can help 
them out. 
All of the 
races that 
you will 
meet have 
a difficult situation that you have 
to solve for them. 

Next are the Deresta. These 
are a pathetic bunch of aliens, 
with no backbone to speak of. 
You must talk to them as gods, 
or they will be afraid of you. Just 
keep on talking to them in that 
tone, and eventually they will 
open up to you and tell you their 
problem. By the way, when you 
are talking to the aliens, you will 
probably have to go to different 
star systems to answer all of the 
questions, because some of 
them do not like to take that 
much time 
to talk. 

Make sure 
you speak 
about 
everything 
you can, 
especially 
about their 
home world, 

and the inhabitants therein. This 
may, in more than one occasion, 
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trigger a question to ask them 
that was not on your initial list. 

Next on the list are the Kaynik. 
These are the most annoying 
creatures of the entire bunch. 
Every time you meet them, they 
will have their weapons blazing. 
Don’t get these guys confused 
with the Skeetch-unlike the 
prime enemy, these people can 
be handled. The only way you 
can deal with them is by surren¬ 
dering to them. No one likes to 
surrender, especially when you 
know you can blow them into 
such tiny little bits, but it is vital to 
do so to advance in the game. 

The only other advice I will give 
you with this race is this: be sure 
you store up a lot of minerals 
before you encounter them. If 
you do not, they will decide to 
take some of your wonderful fuel! 

Now, you may ask, “Where can 
I get some decent minerals?” 

The answer is simple: you must 
search for them on the surface of 
the planets in the various sys¬ 
tems. Here is a list of places to 
go for some very good supplies 
of minerals: 

1.156,51 Grey Planet 

2. 63,51 Planet Kimlew 

3. 66,75 Planet Galothin 

**NOTE - Some planets may 
K have scarce minerals, but the 
ones they offer are valuable ** 

Possibly the last and hardest 
alien to ally is the Vantu. You 
must talk very nicely to them. If 
you do not, forget about getting 
them on your side. Remember, if 
you choose the wrong posture 
with a specific race, they will be 
angry with 
you for a 
long time. 

There are 
some 
things you 
can do to 
get back 
control; 
the most 

notable ways are to surrender or 
quickly change your posture. 
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O.K., we have met the potential 
allies, now we will attempt to 
show you how to gain the advan¬ 
tage when duelling and fighting it 
out with the Skeetch. 

First, we will tackle the problem 
of fighting with your starship. 
When you first start out, you will 
be at a big disadvantage. You 
don’t really have a competent 
crew; in fact, the only crew you 
may have is yourself and a robot. 
The first thing you should always 
remember is to carry a large 
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Two ships (green) are closing in on you. 
Use a subjective scan to see who they are. 

quantity of fuel! This is a must. 
As soon as ships close in, do a 
subjective scan. This will identify 
your enemy as a friend or foe. 
You can normally do this before 
they or you make contact. 


You will now get a picture like 
the one above when you enter 
combat. Note where you see the 
ships. If you can concentrate on 
one ship, unload as many pods 
as you can to either disable or 
destroy it. Every time you use a 
pod, it will take up 10 units of 
fuel, so keep a close eye on it. 
As a general rule, use your pods 
until you get down to 200 units of 
fuel, then switch to lasers, and 
finish them off. The other weapon 
seemed ineffective for us. 


We have told you that you will 
have to preform a certain task for 
the aliens so they will become 
your allies, and we will give away 
two of the four. We won’t give the 
other two, so that there will be 
something for you to look forward 
to and something unexpected will 
happen, making the game more 
enjoyable. 

Let’s take a look at the Der- 
estan. Hopefully, you have 
befriended this race. They told 
you that they will be in your debt 
if you can find away to rescue 
their scientists. 


Remember 
those nasty 
pirates you have 
tangled with? They are 
the ones who have 
enslaved the scientists. You can 
find the pirates hanging around 
the Outpost Freehaven, the one 
on the top of the screen. When 
you find the pirates, there will be 
two ships. You must do a bio¬ 
scan and the magic subjective 
scan. Don’t fire on the one that 
holds the scientists. 

After you destroy or disable the 
pirates, the other ship should 
surrender-if they do not, give 
them a taste of one pod, and 
they will change their minds. You 
must board them at this time and 
rescue the prisoners. All you 
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have to do now is go back to the 
Derestan and give them their 
precious scientists! 

Now, lets move on to the 
Kayniks. Were not going to tell 
you where you can find these 
aliens, but when you find them, 
as we said earlier, they will come 
out with guns blazing. There is 
only one way you can get them 
to stop firing! If you decide you 
want to be macho and blow them 
to bits, you should carefully con- 


Remember to take a lot of minerals when | 
you go up against the Kaynik. 

sider a surrender! It is best to 
have a very large quantity of min¬ 
erals, otherwise they will take 
your fuel, and you know in this 
game that fuel is critical. A good 
tip is to warp to different star 
systems. You notice that 
it won’t take as long 
as one would 
expect. After 
they finally 
accept 
you, your 
next 
encounter 
will be 
with a fac- 
t i o n 
leader, 
dazzling him 
wilfi your wit, they 
^also be allied 
with you. 

an you enter 
any combat\situation,\be sure to 
do this first: >aise your shields! 
Just one blast \om theNgkeetch 
ship can be d 

your weapons, an&contiri 
ue. For a final wor 
advice, make sure 
you channel a lot 
of money! 










In the Old West you couldn't tell the bad guys from 
the good guys by how ugly they were (you had to rely 
on the color of their hats). But in Freddy Pharkas, 
Frontier Pharmacist even a scrawny, sissified, one-eared 
Pharmacist can be a good guy. 

Al Lowe, creator of Leisure Suit Larry, spins a 
yarn of schoolmarms and chorus girls with hearts 
o'gold, cowboys and Indians, and varmints and 
heroes. It's the brand-new, age-old tale of Freddy 
Pharkas, a gunslinger who gave it all up for his 
love of pharmacology. Together with his faithful 
Indian companion, Srini Bagdnish, Freddy sets out 
to save bucolic, boring Coarsegold from a fate 
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worse than Hollywood adaptation. 

So don't just groan at all those old horse-opera 
cliches. Be one. Strap on your spurs for a saga that 
skewers every Western under the sun. Mosey on down 
to your software store and ask for Freddy Pharkas, 
Fron tier Pharmacist 

And smile when you say that. 


SIERRA 


See your local retailer or call 1-800-326-6654. 












The Dagger of 
Amon Ra 

by Sierra On-Line 
for PC CD-ROM 

Everything about the packaging of 
the MPC production of The Dagger 
of Amon Ra is first-rate, from the 
extensive documentation (not to 
mention enough additional ad-relat¬ 
ed material to weight down a dead 
body) to the decorated CD itself, 
with its exquisite rendering of the tit¬ 
ular blade along with the game’s 
logo and other information imprinted 
on its face. Unfortunately, the book 
itself isn’t quite as impressive as its 
cover. While certainly not a failure, 
this Bow never really makes great 
mystery music. 

The second adventure to feature 
Roberta William’s homespun detec¬ 
tive heroine is similar in many ways 
to the original mystery/adventure 
series entry, The Colonel’s Bequest. 
Amon Ra, however, offers a more 
exotic backdrop straight out of those 
“busybody reporter” movies of the 
30’s. It quickly evolves into a “locked 
museum" mystery, where Laura is 
trapped with a collection of stereo¬ 
types from any number of bad films: 
Dr. “Tut” Smith, a mysterious Egyp¬ 
tologist who resents the plundering 
of his country’s artifacts by barbarian 
foreigners; Steve Dorian, the hand¬ 
some would-be hero who we’re 
never quite sure of until the last 
moment; Wolf Heimlich, a proto-Nazi 
who wears a military cap while pre¬ 
siding over museum security; and 
several others, including, of course, 
the plucky Miss Bow herself. 

Unfortunately, Laura’s rural, 
Southern accent is overdone in 
almost every scene by the actress 
performing the voice characteriza¬ 
tion. In fact, much of the dialogue is 


stilted and, at times, downright 
hammy. The game’s idea of wit is to 
have Laura traveling to New York 
City where she will be starting as a 
reporter for The New York Daily 
News Register Tribune. She arrives 
in Grand Central Station and is 
robbed as she steps from the train; 
as if New York has thieves waiting 
like porters to give people a trainside 
mugging. 

The game begins shortly after 
Laura’s inauspicious arrival in the 
big city. She is grudgingly given 24 
hours by her editor to produce a 
major story and sets out to accom¬ 
plish this with an annoying, perky 
optimism. 

The game play is solid, and should 
give mystery lovers sufficient reason 
to move along. As the game begins, 
Laura has only the funds which her 
dad insisted she stuff in her shoe 
and access to a notebook containing 
information gathered by Crodfoller, 
another reporter working with her on 
the art theft story. It seems a price¬ 
less dagger (guess who’s?) has 
been stolen from the Leyendecker 
Museum. It was brought into the 
country by a sneering aristocratic 
type who came to regret his mistake. 
Once the player gets the hang of the 
game, which uses a two-button 
mouse-based interface that is slug¬ 
gish and confusing at first but soon 
becomes second nature, they soon 
find themselves at the core of the 
mystery: the Leyendecker Museum, 
whose great props and hidden 
chambers make for some spicy mys¬ 
tery material. 

In an attempt to give the game an 
appropriately period look, however, 
the developers opted for hand-paint¬ 
ed graphics which are often 
smudged and dirty-looking. The ani¬ 
mations are nice, with a rotoscoped 
look reminiscent of the human artic¬ 
ulation of Prince of Persia. 


All in all, The Dagger of Amon Ra 
is a nice enough interactive example 
of a Nancy Drew-style whodunit. Its 
lack of complete success has more 
to do with the corny scripting, poor 
acting, and lousy visual presentation 
than with the genre, as witnessed by 
Amon Ra’s better moments. 

-Bill Kunkel 
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Wing Commander Flys Faster! 
Sherlock Solves Faster! 
Carmen Sandiego's Found Faster! 



Lightning CD Runs All Your CD's Faster! 


Do you feel the need for speed? 

If you’ve ever played a game or 
searched through a reference library, 
you know how slow CD’s can be. 

Lightning CD is the answer to your 
speed problems. Lightning CD is a CD 
cache that improves performance by 
moving frequently used information 
from your CD to RAM. The next time 
your computer needs information, it’s 
available immediately. You’ll notice 
the difference instantly. 




Lightning CD 

♦ Is perfect for entertainment, 
reference, educational, and 
multimedia programs 

♦ Significantly reduces annoying 
video pauses 

♦ Includes six other powerful utilities 
for improving your computer’s 
performance 

♦ Also speeds up both DOS and 
Windows programs 


If speed is what you need, get 
Lightning CD to make all your 
CD’s run Lightning fast. To order, 
or for the name of the dealer 
nearest you, call 


800 - 967-5550 



look for lightning CD and othor Lurid produrts at 


electronics 

boutique 



COMP I 


luud (otporafion c located at 101 W. Ron* Road, St* 454. fetadu* IX 75082. Phono 214 994-8100. Fax 214-9944103. 
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The Legend of 
Kyrandia 

by Virgin Games 
for PC CD-ROM 

The CD-ROM medium offers sev¬ 
eral boons to creators of adventures 
and RPGs. Space is an obvious 
advantage; the original version of 
Kyrandia filled four high density, 3.5 
inch disks, without speech, while this 
MPC conversion fits nicely on a sin¬ 
gle CD. The second advantage is 
the speech itself. Reading text off a 
monitor screen is and always has 
been a total drag. With good produc¬ 
tion standards, however, a game’s 
realism level can be greatly 
enhanced by the addition of speech. 
Such is clearly the case here. 

Even in its original format, Kyran¬ 
dia was a witty, intelligent puzzle- 
quest full of lush visuals and magnif¬ 
icent panoramas; an epic with an 
impish sense of humor (how many 
other games would use a goofy- 
looking court jester as the all-power¬ 
ful conqueror of an innocent land?). 

In the game’s post-introduction 
opening sequence, our young hero, 
Brandon, discovers his grandfather, 
Kallak, chief Mystic of Kyrandia, 
turned to stone by the evil jester, 
Malcolm. As he walks about the 
room, depicted from a standard, 



Sierra-style perspective, he encoun¬ 
ters a pile of rocks. If the player 
clicks on the rocks, Brandon says 
simply, “Several rocks.” If the player 
persists, Brandon makes further 
comments (“How can this help?”), 
indicating the uselessness of the 
objects (“Why do I keep touching 
this?” he eventually wonders). 

Speech really propels this multi- 
media version of Kyrandia, giving it 
a cinematic grandeur that the origi¬ 
nal did not possess. The plot itself is 
not overly innovative, but it is en¬ 
riched greatly by its sense of humor 
and interesting characters. The land 
of Kyrandia is bound through some 
mystical symbiosis with a massive 
jewel known as the Kyragem, which 
is the physical manifestation of a 
covenant made long ago between 
King William I and the forces of 
Nature (read: ecology). As a result 
of the presence of the Kyragem, 
Kyrandia has a powerful magic quo¬ 
tient. At first, the people were wise in 
their use of the Kyragem’s power, 
but soon they grew lazy, using 
magic to accomplish the most mun¬ 
dane tasks. This led Queen Thelia 
the Strict (don’t you just love it?) to 
organize and control the use of 
magic in Kyrandia. The Royal Mys¬ 
tics were given total domain over 
things mystical, establishing four 
orders or mystical disciplines: Alche¬ 
my, Spirituality, Scrolls, and Gem 
Lore (sort of like the Four Families, 
but without the garrotes). 



Next came a period of war, when 
Kyrandia was attacked by jealous 
neighbors. Although reluctant to do 
so, King Bernard IV eventually used 
the power of magic to turn back the 
invaders, which led to an era of 
prosperity and good will, during 
which Kyrandia rebuilt the forests 
which had been raped by the long 
years of warfare. 

Then tragedy struck: the mad 
jester Malcolm murdered the King 
and Queen and seized the Kyragem. 
His planned conquest of Kyrandia 
could only be stopped by a desper¬ 
ate measure: Kallak cast a spell 
which sealed Malcolm, Kyragem and 
all, inside the castle walls. 

This led to an uneasy peace. 
Kyrandia no longer had the 
Kyragem, the Mystics could not 
replenish their magic, and the 
malign Malcolm was still free within 
the castle, the Kyragem in his con¬ 
trol. Eventually, of course, he 
escapes and turns Kallak to stone 
(but for his eyes, which, in a great 
touch, remain human so that he may 
“weep for the fate of Kyrandia”) and 
it’s all up to Brandon, the unknowing 
heir to the kingdom, to save the day. 

The game itself is structured as a 
series of puzzles which can be 
solved through object manipulation 
and character interaction. The main 
bait used to lure the player through 
the forests of mental gymnastics are 
the breathtaking graphics and ani¬ 
mation, as well as the witty dialogue 
and great cast of supporting charac¬ 
ters (16 different roles performed by 
14 voice actors) who produce it. 

A warning: if you don’t have a 
sound board capable of speech syn¬ 
thesis (Sound Blaster, AdLib Gold, 
etc.), buy one. Otherwise, you will 
miss a great deal of what Kyrandia 
has to offer: its marvelous parade of 
voices. •Bill Kunkel 
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Pirates Has Gone Gold! 

The best adventure game just got better! 


Now Pirates! Gold Takes 
The Excitement Even Further! 

Bombard more enemy ships! 

Feel the ring of crossing swords! 

Experiei^krndTe aeuon-packed combat on 
ships anc^mToT ^ 


Inducted into the Computer 
Gaming World Hall of Fame!! 

1988 Action Game of the Year 
Computer Gaming World 



Plunder treasure in all-new harbor towns! 

Gain power, prestige, or even the hand of the/* 
governor's daughter! 


Innovations Award 
1988 Consumer Electronics Show 


Stunning new VGA/Super VGA art and graphics that bring to 
life the untamed era of piracy in the 1 7th century Caribbean! 



















COMPUTER 

CAME REVIEW 

and CD-ROM Entertainment 

THE ONLY SOURCE FOR COMPUTER 
AND CD-ROM GAMING! 


What makes CGR different? 

• Honest reviews from three 
experienced gamers who 
tell it like it is! 

• Previews of the newest 
titles from around the 
country and around the 
world! 

• Game maps that show you 
the entire game at a 
glance! 

• Plus tips, strategies and 
much, much MORE! 





DON'T MISS OUT ON 
THIS SPECIAL OFFER! 


YES! I WANT TO SUBSCRIBE TO 


Check out COMPUTER 
CAME REVIEW, the 

leading magazine for com¬ 
puter and CD-ROM gaming! 
No matter what computer or 
CD-ROM system you own, 
CGR covers it all in full 
color from beginning to 
end! 

COMPUTER GAME 
REVIEW gives you the 
latest news and information 
on the best role-playing, 
strategy, sports, simulation 
and action software avail¬ 
able. Each issue is packed 
with previews, multi-person 
reviews, inside information, 
maps and strategies! You 
get it all! 


COMPUTER GAME REVIEW! 

Please send me 12 issues for the low price 
of JUST $23.95 • a savings of OVER 50% 
off the newsstand price! 

Send payment to: Computer Game Review, P.O.Box 7534, Red Oak, IA 51591-0534 

Name_ 

Address_ 

City_ 

State_Zip_ 

_Payment Enclosed _Bill Me 

Credit Card Orders:_Visa _MC 

Card Number_ 

Exp. Date_ 

Signature_ 

For Faster Service, Call Toll Free: 

1 - 800 - 444-2884 

Please allow 6-8 weeks for your first Issue to arrive. 

All foreign orders must be prepaid. 

















LIVES! 

Machiavelli Designs, Inc. 

Introduces the Latest Incarnation: 

SOCRATES Chess (ver. 3.0) 

WINNER of the 1993 International COMPUTER Chess Championship 

(SCX RA It S 2 0 on a 50 Mhz PC vs. CRAY Blitz, MIT and Thinking Machines’ STARTECH 
Connection machine, Camegie-Mellon’s B* HITECH special chess machine and 8 other competitors) 

"BESTPROGRAM" at the Third HARVARD CUP "Man versus Machine" 
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White to PLA Y and WIN. 


The Journal of the International Computer Chess Association 
calls record setting victories over 3 human 

GRANDMASTERS in the HARVARD CUP a 


"fantastic achievement." 


Available NOW 

CALL: (800) 955-4MDI 
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BRIDGE MASTER 

"The KEY to Better Bridge" 


You are SOUTH, DECLARER. The Contract is 
4 HEARTS. WEST leads the JACK of CLUBS. 


BRIDGE MASTER "is the best computer software ever created for 

teaching dummy play on an I.B.M.-compatible" - 

Alan Truscott, Bridge Columnist for the New York Times. 

BRIDGE MASTER "is the best bridge program I’ve ever played. 

A terrific value!” "...Suitable for all players from beginner to expert. 
Highly recommended." - Eric Rodwell, many times 
World Champion and Co-author of "The Joy of Bridge" 

"a terrific teaching tool BRIDGE MASTER is addictively fun." - 
Brent Manley, Columnist for The Contract Bridge BULLETIN. 



call (800) 955-4MDI m£J 

MDI and logo are a Trademarks of Machiavelli Designs. Inc. Socrates is a Trademark and Copyright 1993 by Heuristic Software Corporation. Bndgc Master is a Trademark and Copyright 1993 by Bridge Base. Inc 
















DISK FOUR 



IBM PC 
HIGH DENSITY 


U N E- 

The Building of A Dynasty 

Wggtwggg 


ii 


4toD»U_ 

10* wwrt trm Mood 9uCea he. H \fu *a*« 

I m * immmI M h —» nf VMt f Mm « . M 

“I fear that I may have made a grave error when I pitted the three 
great houses against one another in the battle for the planet Arrakis. I 
have underestimated their resolve, resourcefulness and strength. I 
had thought that the conflict would take so much out of them that the 
victor would be easy to control. Instead, it appears that whomever 
comes out on top will be more powerful than ever.” 


G^oi 


My fate may lie in the hands of 
the three houses. Which will 
prevail, and how will they retal¬ 
iate for my betrayal? 



Our enemies cannot stand 
against the might of our Devasta¬ 
tors. Even if they do, the Death 
Hand missiles will reduce them to 
dust. The planet will run red with 
the blood of the weakling Ordos 
and Atreides. Then the Emperor 
will learn that the price for crossing 
House Harkonnen is death. 


Some call us sneaky. That 
offends us; we prefer to think of 
ourselves as crafty. For instance, 
the special weapons that we have 
developed, the Deviator and the 
Saboteur, demonstrate the advan¬ 
tages of guile over brute force. 
When Dune is ours, the puppets 
will become the puppeteers. 


The innovative Sonic Tank and 
our native allies, the Fremen, have 
proven even more effective than 
expected. Soon, we will defeat the 
opposing houses and restore 
peace to Arrakis. The Emperor 
cannot be forgiven for his treacher¬ 
ous transgressions against us. He 
shall be removed from the throne. 
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Learn to oount cards and winl 


Video Poker 

Leant wtiat to hold or when to draw! 


Othersyilay to wlnl 


Beat The House makes learning fun! 

Intimidated by casino gaming because you’re 
unfamiliar with the rules? Ever wondered why 
the word “seven” is met with glares at a craps 
table? Is the guy next to you at blackjack just lucky, 
or is he on to something that you don’t know? 

Learn to Count Cards and more 

Beat The House is the ultimate gaming tutor 
and simulator for your PC. With a 160-page 
study guide by gambling guru Avery Cardoza 
and an on-line “pop-up” tutor to make recom¬ 
mendations and offer suggestions, you’ll be 
shooting the die and slinging the lingo like a pro 
in no time. 

Feel like part of the action 

Dazzling VGA graphics and realistic sound put 
you right on the casino floor where the chips 
are flying and the competition is fierce. Play 
against your friends or let the computer fill the 
empty seats - watch out..They play to win! 

Don 't gamble on the other guys. 

Leam how to Beat The House! 

Now available at software retailers throughout America. 


"if DiscovERy 


Carlsbad. CA • (619) 929-2340 
Exclusively distributed in North America, 

by KONAM! 


Trump Castle is a registered trademark of Trump's Castle Associates. Capstone and Casinos of the World is a registered trademark of IntraCorp Inc. Casino Master is a registered trademark ol 
Centron Software Inc Ceasars Palace is a registered trademark of Ceasars World Inc. Virgin Mastronic is a registered trademark of Virgin Mastromc International Inc. 





































Your Com 

er 


ter’s 


Enter the world of thoroughbred racing In a 
unique first-person perspective. 


Knowledge wins the game: check the lounge 
bulletin board and computer for stakes races, 
information on past races, and horses for claim. 


Q uarter Pole transports you to the grounds 

of Blue Rock Downs; see the sights, hear the sounds, 
and feel the excitement of thoroughbred racing like never before! 


Up to 10 players can choose from a variety of opening scenarios 
with the same goal: to create their fortune. As a bettor, check 
out the racing form before you bet the farm. Play trifectas, 
exactas, and daily doubles to really make some money. 


When you own a stable, you can hire the best available trainers 
to keep your investment fast and healthy. Buy and sell 
horses at the auction, and enter them in the races that will 
make you rich. There are ten races daily, including claims 
and allowance races, and over 125 stakes and handicap 
races throughout the year. 


Saddle up for great fun as you play the sport of kings! 


Win Official 

KENTUCKY DERBY 

MERCHANDISE 


For complete contest details, or to receive a 
MicroLeague catalog call: 


1 - 800 - 334-6572 


MicroLeague Interactive Software • 2201 Drummond Plaza • Newark, DE 19711-5711 • (302)368-9990 














